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In this chapter you will learn of the basic controls, 
-the opponents you will be facing, and the arsenal at: 
your Aal, Use this chapter to familiariz 


lows you to use: ‘the left analog . 
our character forward. and — 

strafe,. and the right analog joystick: - 
look” unction. C mbine this with ` 


os enter, and prepare for a challenge n never ee 
: ee : i 2 


This section: will describe to you the j 
- of controlling your character inside Unrea 
- Tournament. There are various ways to use the con- 
‚trollers to your Sivalttags and, it you phone 


Bose! to deraut = 
| ller Configuration 


Horizontal Sensitivity — i 


woe best, „as the Dabinal: ‘Unreal Tournament was in fact _ 
_ designed for the PC. “While hooking: up. keyboard 
Rea and mouse, feel free to “bind”, or map out, your 
fs keys according to your ‘tastes throug h the easy-to A 
use configuration screen. Be sure to.change the : sen at 
i sitivity on your mouse as needed. This will allow you 
to feel right a at home, with your BA ae 


- The Dual- Shock controllers that co with your 

y PlayStation 2 console will more then likely be y 5 
‘number. one choice in your ascent upthe <i 
Tournaments ladder. They are equipped with A 
analog sticks that will help you navigate your \ w 
through this. three- dimensional environment, as well 
as the right : amount of keys to allow easy: access to: 


all the functions. 5 a THE CHARACTERS 


There are really only. two main types of conibatants 
you will have to worry yourself with in this game. 
Human opponents potentially offer the greatest _ 
challenge, as their talents will vary from individual 


to individual, bringing a new level of competition 2 The Ein 
z and ried acido game. N eigen 


S Unreal Tournament sports some of then most inter- 


= going, cut ut you off at the pass, block your. escape E 
routes, and even have advanced: ‘team capabilities! 
“Team. members can accept: "and such as. 
- "Attack", “Defend”, “Follow Me and Hold: this 

? Position”. 


-Overesthing the computer isn 10 short order wine 
you delve further into the game. Climbing up the * 

_ ladder in the single player tournament will have you 
ultimately facing Xan — the current champion of the . 

- tournament. Along the way, you will fight skill levels _ x 
ranging from novice all the way up to god: slike. I = 
fore you' ‘re up for the challenges; : 


that they are vulnerable to t the same er a a 
as you. They have a blind spot that varies depending — 
x on the weapon that they’ re using i well as their. 


ee 


: cour ] ee all. come into qos This, i in turn, ; 
: ‘means: ae them over the a en into 
submission, al z 


* eo: © . 


G AME PL AY OPTIONS _ Every DeathMatch has an upper limit of frags set. 


This setting i iş they imate goal that the contestants. 

] ery kill against an enemy wi 
g., and: every time you inadvertently. kill 
commit: suicide, you lose a frag. Keep this: ` 
aa eye ri prime e dreie; and ne 


Unreal Tournament sports some varying: style 

- play for those who might get bored of. t 
- DeathMatch type scenario: While they are all. 
primarily: focused on death and destruction, th 
goals will vary greatly, and the strategies you 
` smpai vilr, need to be adjusted ; accor ingly. a 


Capture the Flag da 
Assault 


IS to Betonie's a master ‘of each domain by brushing up — 
Nie on the maps in the DeathMatch Area specific: \ 
: Strategies. chapter a 


this pe of game. styl e sl 
“any. gamer with a love of the 1 


release their rage in competition against on 
pann ina feral free-for-all, 


Domination SR 
This type of game will have you coordinating : a 

_ team of varying size into capturing various command | 
points within the specified environment. Each com- RS 
_ mand point you capture will generate a point every _ 

- five seconds. Your goal i is to reach the designated - 
“limit (usually 100, 125, 150, 175 or 200 of “command 

- points” to be earned), ‚and it's up to you and your. . 
team to make sure that you’ re the ones tata attain - 
the goal first. eee i 


¡e 
1] 


With weaponry and power-ups varying from map their flag. If the team is successful in retrieving the 
F to. map, you Il need‘ to.check out Re Domination - flag and returning with it back to their own base 
“three times, the team will win. However, in order to 
- succeed, the 
> «captured.. 


x This style of. play, much like Assault and : é 
: Domination: gives you the ability tousea er 
"to fulfill your objectives. ete cg keep i in fn min Het 


SINGLE PLAYER > 


Asa twist, the San team must tdo. this i Massen Single Player i in Unreal Tournament i is Yömansad of all 


‘certain amount of time, or fail. Upon completion `- *. the game types. There are several levels of DeathMatch,* 
- (within under the tim mit specified), the roles Domination, Assault and Capture The Flag. Upon com- 


reverse, and the second team pletion of all of these and receipt « of the appropriate 
attempting to push out the invading team before ie trophies, you will be able to enter the“ “Champion” part 
pret Previously recorded ie | is Gaa res of the game, where you will have a few. rounds of 

Sass 5 © DeathMatch against some. high- intensity bots. — 

SER Eventually, i it will lead up to an all out fragfest against _ 

the current champion of the Tournament — Xan! y 


Deathmatch 
Domination 


Malevolence 


apture the Flag HR Flux 


Phobos 


A Tandavorite, this adel of Unreal Toura ment E 
‚will pit two teams against each. other, in an attempt 
to plunge deep into the opposing base to retrieve 


>, 
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THE WEAPONS 


This section not only outlines each- of thë 
qstrateates for neta gach weapon effes i 


“The difference that the Impact Hammer affords is _ 
the ability to charge up and “Hammer-jump” from . 
the floor. Point downwards « fter having charged up. 

- your Hammer, and simply jump. -You will leap higher - 
- then ever before. This. comes. ata partial cost of your — 
life, however it ‘may be necessary when trying to get 
certain items. The Impact I Hammer will also double as - 
a “deflector” for. -various weapons. if “you're. lucky was 
3 enough to time it just right. However, , trusting in this - 
might be slightly sui hould y you feel the = 
need, deflect an incoming z attack by using the sec- ` 
ondary weapon eg on the Hammer and time x 
-your maneuver: r just right Ren, fem A 


Nay 


The Impact Har 
in the same. They 
first weapon slot, t 
opponents to shreds. 

: weapons is that they fe 

4 short | range. 


x Ba : 
> ea 


une the Assaul mode. If vou wan 
slash to Des utmöst jou can beca 


tal is the standard weapon you sta 
‘Ahas g fast rate of Y 


This weapon : should remain asa backup i once you 
‘have found another, because it doesn't afford ` you $ 
much in the way of power, and the ability to strike _ 
enemies s with itis reduced due to its small caliber. 


_ subtracts from your. accurac ‘but offers up a much 
faster. rate of fire. When you acquire another __ 
Enforcer, this ‚ability will make a particularly large 
ole as it will jimena increase the eny yous 


* Out of all your weapons, this weapon is often: loss in power. In the meantime however, anyone 
overlooked in the arsenal. It takes precision, care, ~ stepping on them or around them will Seeman to 


and a particular style to use well, which" very well their explosive biohazard. 
may be en it is paged up forsther Weapon > ES . 


- While this in itself will not rival a good rocket | 


The Biorifle launches green sludge in a lobbing launcher, using the secondary weapon command to 
motion, covering anything it touches with a neon charge up your tank and release a giant shot of 
green slime. The clumps that land in the surrounding green goo on an enemy will sap them of all life — 
area will slowly fade to a darker green, signifying a regardless of whether they are wearing armor or 


not! If this ends up hitting the floor however, the 
goop will explode into several smaller chunks, so 
- watch out! 


- - . + . 
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This is one of the weaker weapons in the game, _ _ weapon has to offer. It's particularly ideal for when 
lancing out a bluish purple beam and striking ene- ‚you are sneaking up on large. keys of which you 
mies ata distance. Its ‚secondary fire shoots out a Re aren't a part of — yet. — E 
F giant glowing orb that impacts with more damage, _ EN 
but moves ata comparably, slower peed: 


t 


Rs 


Also, attempt to use the shock rifle to push 
7 AS Musee enemies over edges. While it is not an incredibly 
The ul interesting pi to ainm with the powerful weapon, it tends to push enemies a great 


> Shock Rifle is to do a “combo” attack. Fire a second- distance, which can be invaluable while attempting 
army projectile at an enemy, and then fire its primary to aggravate other players as they loose frags. 


beam out at the projectile. It will result in an explo- - 
sion that is much larger then anything else this 


This little gun offers quite a pail en to. ae > 


the Shock Rifle, and still offers a decent range. Use 


it's secondary mode to reach. enemies who are closer x 


to you and devastate them with a solid dose of - 
green-beam- -goodness. ‘Its primary mode i ‘is less effec- 
. tive and harder to aim, but offers more control as it 
lashes out: with a Steady stream of IES orbs. E 


In order to best opponents Te higher level 
weapons, you simply have to out-class them. Strafe 
around anyone willing to be liquefied. and devastate 
them with the ability to keep your aim on their — 
head, and the secandary-fi fire pumping out of your 


weapon, 


e 


A ee A > 


well! use this to your dv tað e 
j nd in doing so, ca us > blades out at an angle, or along the 
frag. Aim for the head or neck, ng ë i e instead of straight down. a Io corridor. 
aren't wearing a shield belt y 2 BEE. y E A ES MORE A 
give them. E -extren ) A 
peony 


“Another viable option is the secunda fire of this & 
_ weapon. While it does fire slower, it explodes | on 
: 3 impact instead of rebounding, and will bounce an 
he een with sie weapon | ie the fact. that its opponent back. Don't expect it to rival a good rocket — 
- blades lance out and ricochet from wall to wall caus- launching bot unless you've got the skill to back it 
“ing an immense amount of pain to whomever getsin UP! Try nudging people off the edge with this tactic. - 
their way. This means that it could potentially hurt _ i r i 


PR 


marksmanship: over brute force), standard tactics still. 


The Minigun is. a ae old fashion Gatlin un 
9 9 ggu > apply. Attempt a head long charge at an enemy only 


; type weapon. At will churn out bullets.at an incredi- 


all. Normally, opt for a ciclesstrating battle i in which 
you use your faney footwork 19, stay: out of their 
- reach. ST 


Whether you decide to go with the secondary BB 
mode (opting for a higher rate of fire, and losing The only thing you should kev in mind if using _ 
accuracy) or the primary (staying true to the skills of the secondary mode is to aim for the body. The shots. 


are wilder, and get dispersed in proportion to your 
X distance from the target. So stay close, and aim for 
el. a the largest part of your enemy. 


One of the more interesting weapons in the game, 
the Flak Cannon will disperse a large amount of 
shrapnel out its front end, which is particularly lethal 
at close range. If you opt for its secondary mode of 
attack, the shrapnel will not be broken up before 
launch, ‚and instead, will launch a arenas: pee 


The shiek primary mado of this gun i is integral 
for one-on-one melee type fights. ‘Often, while using 
this weapon, you will run around a corner into an ` 


enemy and Surprise him. Launch a flak burst before è 


pe have: time:to react, and at such close. quarters, | 
there won't be much of them-left to warn the others. 


The as mode will lob El grenade slightly 
ahead of you. Ideal for dropping a payload over a 


cliff or edge of a building without being seen, it also 


comes in handy while fleeing an area. . Drop several 
of these items behind you as you run, to leave a 
slew of enemies lying at your feet. — 


ie a: 
The most powerful weapon in this game, the The secondary mode will turn the rocket into a 
‚Rocket Launcher will be a fan-favorite. Sporting two grenade of sorts, which bounces around until hitting 
‘unique modes, one for straight-forward rocket ` > someone and will also-blow up on a timer. You can 
launching or grenade. launching, this Weapon is a charge them up in a similar manner and deposit 


“must have”. : 5 : them on top of some unsuspecting beads; 


The primary mode of this weapon has some sur i A 
incredible features. Not only is there a “lock” mode > 
(indicated by a beep, as well as you're crosshairs visi- 

_bly changing to red) ‘that will seek out your “enemies, 


One thing to keep in mind is that this weapon is ` 
- not suitable for close range combat. The amount of 
splash damage generated would easily take out your 


but you can also fire multiple rockets in one shot! E 
Hald dawn your primary fire button in order to eel LEN Hala probably rare y9 on 
mr as we 


charge up some rockets in the chamber, and then s we 
release the button to spew them out. You'll notice 
that they spread out, and will continue to do so as 
they travel. This is useful if you have a customer — 
moving laterally toward you, however, if you have 
‘someone running directly away from you, say in a 
corridor or pipe, charge up your rockets in a similar 
manner, but hold down the secondary fire key in in 
‚order to them i in a tight f formation. 


Avery straight diwàr weapon, the Sniper Rifle 
‘implie 


a 


I 

corner, a well protected dead-en d, or: Somewhere 
where ‘enemies can't sneak | upon | you, t then ‘start 
your killing. Be aware that you are vulne T 
using the zoom mode of the Sniper rifle, as your 
peepee vision is dartipenėd;. so take- care to remain 


erable when En 


This weapon can “also be used as a homa 


2 “weapon, the only drawback being its slow rate of | 
“fire, and its need for pinpoint precision. The bullet its 


chamber houses is incredibly tiny, which lends itself. 
to high velocity and an incredible amount of dam- 

= age. Take care while aiming, and you may find this 
to be your weapon. of hates, 


ER 


The grand-daddy of all explosive type munitions, this camera mode, you yourself are vulnerable to 


the use of this hand-held nuclear missile can upset attack, so try and duck behind friendly lines in order 


the balance of any DeathMatch. The ability to guide to pull this one off successfully. - = S 
this giant behemoth of pain and destruction makes = 

this weapon quite formidable, and incredibly devas- 
tating. N 


D 


Killing Spree! 
2 = 


k 


li 
e For you Olympic hopefuls out there, the Redeemer 

can be shot down while in the air. It's large size, and 
` large smoke trail should be a good indication of 

where it lies, so heat up your sniper rifle and go 

This weapon has brute force written all over it. skeet shooting in style. If not, you'll be extra-crispy 
There isn't much strategy involved as it can be used when it lands. 
as a fire and forget missile once properly aimed, or 
can be propelled according to your direction while in 
its secondary fire mode. Keep in mind that while in 


Ge 
s 


PES 


While not truthfully a weapon, this little beauty 


deserves special mention. As its name implies, it will : 


offer a solution to getting to those hard to reach 

places. Fire a ‘translocator disc using the primary 

weapon. key, and then use the sefandary to teleport: 
“to where it ande; ' 


You can use this ability i ina multitude of ways. The 


obvious one is to get into sniper holes which are too 


tiny to enter. Throw a disc into the desired area, and. : 


; you'll be able to teleport into the space (such as ; 
across the sub in the blue base in the map E 
“November”). Another useful function is the ability 
to jump higher than before! Shoot the disc straight 


up, and when you see the disc reach its highest point — 


in the arc, teleport to it, and then throw another disc 
immediately following. You can use this method to . 
climb up impossible-to-reach areas (uch as going un: 
the | pipe. in the CTF map embar 


thy of note, however, i is that if 


The Translocator can also be used as a weapon, 
although not very successfully. Teleporting : toa loca- 


“ tion where an enemy is waiting on top of your 
Ek translocator disk will. result in the enemy getting 
‚fragged.. Unfortunately, there aren't: -too many bots 


or humans stupid enough todo. this, One thing wor- 
your translocator gets - 
damaged, Teleporting to its location results in a ey 


a tor the opponent: who Batman ieh 


g Py 
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CHAPTER 3: 
HIGH-{JOWER 
OTRATEG 


* * * . 

Every gamer needs a few aces up their sleeve, and 
for that reason there exists a “High Power _ : 
Strategies” section. In this component exist the lor 

: «forgotten secrets of Unreal Tournament revealed to 
you in all their glory. AS 


2 The PS2 version of Unreal Tournament has some 
- distinct differences from its PC counterpart. For one, 
there is an “aiming assistance” feature built into the. 


game allowing for less aiming and more action. This = 
makes weapons like the Shock Rifle and Pulse Gun. a5 


much more effective in the PS2 version. 


Secondly, there are new controls as- well. Th 
- important addition is that of the “auto- view” 
I function. This automatically moves your. view to the 
“nearest in-view enemy. Take advantage of this nice 
“little feature when you reach the higher level: BK 
else you may end up as meat on the floor. This can. 
be accessed by pressing down on the right analog: 
stick while you are in the default Configuration: A. 
Another new control is the “center-view” feature. 
Press down on the left analog stick and your view. 
will center once again, no matter which direction ` 
`- you were looking i in initially. * 


SURVIVAL STRATS | 


> o The most obvious strategy in Unreal ` 
„Tournament is to stay alive. Achieving this, how- 

“ever, is often a greater burden then previously 
imagined. The main method: to remain alive is e 
memorize locations of Health Vials and» - 
Containers, Thigh Pads and ‚Armor, and, o 
course, the Shield Belts. Revisiting : these areas to 
stock up when you're hurt will help sustain, ‚your 
lifeforce just long enough to go | on pe rampage 
you ve always dreamt of. 


Chapter 3: High Power Strategies | 


e Another coo to practice is that of eliminat- 


ig your opponents’ chances of survival. 


Particularly when battling only one opponent, 


such as Xan, you may wish to deprive them of». 
rcess to health, or shielding. Because the Shield: 


‘belt, Armor:and ‘Thigh. Pads appear. only every so- 
‚often, keep:a mental timer going, and revisit the | 


area before they have a chance to reach them * 
and restock themselves. In addition, if you have 
full-health and are not able to pick up.a health 


~ pack with which to deprive the enemy of, use 
the Impact Hammers secondary fire against a-~ 


nearby wall to injure yourself slightly; this will - 


` allow you to pick up the Reck ai and LGERENG your 


enemy of it. 


0 Practicing the levels before hand. Bio makes a — 


decent, if incredibly basic, strategy. Knowing 
the location of certain items, as well as simply _ 


__ mastering the craft of killing, will hone your 


skills closer and closer to perfection. In addition, 
you will want to pick a control-type that is 
easiest for you to adapt to and increase your 
skill at (refer to the control section of basic 
strategies for more detail). 


o, Aming is PERS a A 


Se Botsy as well as! humans, | can be predictäble.. 


® Also, it is a good idea to formulate a route with 
‚which to frequent. Along this path, make sure ` 
‚to hit all the Shield Belt, Health, and Weapon 
" powerups that you can find. Take note of where 
. other players and bots are going so that you can 
learn of new items, as well as make them lose ~ 
: he teig whilst ruining their pattern. REN x 


if you aim for that ever-loving sweet spot.: athe- 
head. You will do a LOT of damage should you. 
deal a successful blow to the head of an- oppo- 
nent, which. should be more than enough reason 


= for you to try and aim there. In addition, keep in 
_ mind that ‚you will have to “lead” -a lot in your 5 
shots. The ‘speed of your shot and the distance _ 


your adversary has traveled in that space of, 
time should be accounted for ‘when you shoot. — 


anita particularly 


$ 
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TEAM STRATS 


® Whether playing.i in the company of othe or : 
merely the company of bots, you will want to. à 
use the associative team capabilities in. Unreal E 
Tournament. By pressing your SELECT key (by . fe aif: E ER 
default) you will be able to give orders to your >... Sen x ; 5 
team of bots. However, for human- players, the =; ET RER 
only type of interaction you. will need to coordi- — ae, 
nate your efforts (or issue taunts,’as it were) i is 
through direct voice communication. ; 


Aryss is on (Ping spree! spree! 


® i 
= signe aye 
Z 4 RJ oe u. 
ine inedi * 1045, bt 
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e Regardless, attempt to corral the enemy Hy 
putting your team to good use. Positioning 
members of the teams at ideal places, as well. 

. as issuing orders to storm a base or cover your 

- ¿sorry butt as you high-tail it home are key 
ingredients to victory. Keep in mind that these g 
strategies apply everywhere, so make sure to 
check out the strats for’ specific maps and 
situations deeper i in ‘this guide. Siar a 


hä, 


= E + + “ 
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@ white the single player component to this game 
is rather large, a big factor in the re-playability | 
_of this game is the fact that you are able to aha 
f ' Jenge a multitude of human or bot players at 
“= any given time. The following section will give 


“you a cursory overview of the options available. 


a 


ONE-SCREEN TACTICS 
Unreal Tournament supports up to four players on 

one machine as well. While it doesn't change the 

game much over the I-Link version, the one differ- 

-ence you will notice is that the split screen will make 

“your area smaller, and thereby make things more 

. difficult to target. Also, in multiplayer scenarios 
where you are attempting to dominate your other - 
human opponents, it may be hard to stay Hide 

and: not reveal your location. a 


7 
e 


THE I-LINK 


The I-Link will support up to 2 PlayStation 2’s on 
separate television screens, while still linking the 
games together. This will allow a “near-PC experience, 
as every human contestant will have their own 


individual view-screen to watch the event happen, 


without fear of someone joe on their screen and ~ 
seeing where they are. 


Two Player 


Three Player 
Four Player 0 


` 


-Not only that, but the larger picture will make it 
easier for you to be more precise in your targeting, 
as well as making it more personal. The only draw- 
back depends upon your setup in the area in which 
you are playing. It will be harder to express where 
you are to a teammate (in- game) if they don't have a 
clear view. 


a 


. . . . 


Deathmatch is the traditional style free-for-all that 
makes first person shooters legendary. You enter the 
arena of your choosing with nothing but your trusty. 
Impact Hammer, your Enforcer and your wits. Use 
your survival techniques in order to stay alive long 
enough to rack up more frags then the other mem- e 
bers of this arena; and you'll emerge Monee; ER 


3 


HOW DEATHMATCH 
WORKS 


Entering-the slugfest that is Dti 
~ require you to have your instincts sharply honed or 
` else your nerves will be shot trying to keep up the . 
pace. Deathmatch is host to some of the most mali- 
cious contestants in the game, and worse yet, ‘they 
„all. have a desire to kill you, 


This scenario is all about the count: in-the end, the 
body count that is. In order to win this game you. 
must meet the predetermined frag- -limit before any- 
one else does. Increase your score one point ata 
time by picking on any individual that strays too 
close to the wrong end of your weapon, and use sany 

` means SAN to win the bout! | : 


OFFENSIVE 


DEATHMATCH 


STRATEGIES 


any This whole scenario is unlike Donna: Assault `` 
Sex and Capture the Flag in that you must: simply head 
- _ out blazing a trail:of gore. Only through random acts - 
. of violence will you persevere, but there are a few . 
BA strategies that will EP you dominate: 


an 


e Use weapons with splash damage. The 
Rocket Launcher, Flak Cannon, Redeemer and the 
secondary fire on the Ripper are excellent choices 
in a Deathmatch environment, especially in tight 
scenarios with lots of walls or low ceilings. This | 
way, even if you miss your opponent, you will be . 
able to weaken them by hitting them.with - 

` shrapnel and weapons fire. . 


e Run like crazy! Moving makes it hard for ene- 

™ mies to keep tabs on your position on the map, © 
as well as making you a hard target to hit as 
you zig and zag. This will keep you alive and 
sharpen your accuracy as you struggle to main- 
tain aim on a tage while hopping around like 
mad. : 


@ Juice up! Make sure to:suck down as much @ Run a pattern. If you establish a pattern, you 

health and Armor“as you possibly can. ‚Your ©” can learn the whereabouts of power-ups and 
adversaries will invariably put this strategy to easily know where to fall off your path in order 
‘the test. The healthier and better protected you. © to hit important items, and prime sniping/frag 

o are, the longer it will ee to ‚ellininate you in an areas. Also, note patterns that other bots and 
"even battle: En Bee humans exercise, just:to see if- you can assimi- 


late it into your style. = 


eep tabs on where power-ups are locate g à Es 
“ Knowing a map can often tip the scales slightly : DEATHMATCH 
enough that you can retreat in time to reload — STRATEGIES = 


and revive yourself, only to return seconds later 


and finish off your limping opponent! Make par- _ The game of Deathmatch does not seem to lend 
ticular note of Shield Belts, Armor, health, and = itself too readily to defense because you must - 
weapons of your favorite flavor! ~ N attempt to meet the kill limit the fastest to attain. 


yas victory. That said however, you are going to.want to _ 


limit the amount that you yourself get fragged and 
recover quickly so that youcan get back into the 
3 swing of things! Take heed of several notes: 


® Hoard. Try and take away all the power-ups 
‚that you can. The Shield Belt, Armor and Thigh | 
Pads: these can all be taken even if you: are. 


-chock full at that point in time, so don't hesitate 


«in limiting the amount of items your oppi nents: 


can collect! A nifty trick that some. people: exer- ; 


cise is to use the Impact Hammer's secondary 


fire on.a wall in order to injure themselves, and SR 


then pounce on.a.nearby health kit. Using a’ 


combination of these tactics, you will be able to © 


dominate. 


0 Play chicken. Yes, yes, it doesn't coincide with 

what WES jus ted a bullet point before, but 

nonetheless, there will come a time for it. 

should you encounter an enemy with a Rocket _ 

Launcher or Redeemer i in their hands, you will 

‚always have the option to charge, right up in 

- their face and taunt them into using it. Should 

- “they fall for it; it will result in your destruction,. 

` but if they do not have much life left, they also 

will perish. A` good way to not ‚give up a frag — 
but use with care! 2 


(Op. Don't play too gutsy. It’ s. one ind to- go 
~~ Rambo into a room when you are.stoked up 


“with ammo, armor, and health, but attempting ` 


Ao combat someone with practically no health- 
and/or little armor will make you frag bait. 


Don't feel:ashamed to: retreat and stock up only ee 


_ to conquer that pesky opponent, a little, later — 
than planned! - - 3 % 


Distraction often works. Offer up another 
7 dance partner if you're sick of two-stepping 
with the same opponent. Lean over and gently 
send an invitation with a chirp of weapon’s fire 
to signal it’s their time. Then slowly make your 
exit as the two get close and intimate. This will 
result in a little time to revitalize, or even prey 
on the both of them! : 


THE DEATHMATCH 
ENVIRONMENTS 


` Inthe tournament, or even in multiplayer or prac- 
„tice modes, the arenas you face will seem to take on 
- a life of their own as they help or hinder you. You 


will need to become intimately aware of locations * 


for power-ups, as well as each bend and twist in 
every map. Use this section to empower you with 
the knowledge of tips and key power-up locations. 


OBLIVION 


Avlevel which might bring a tear to a 
scan Unreal Tournament fans 

a level that th > initially, 

> theirt teeth ment Mode. 
Generally compromi 
and a bot, it can also be 
(much Tike all the other 
contain as many participan 
Be, aware however, ‘that becau 
close. quarters and, pov 
too many enemies mi 


you like. 
of the 


\ | 
e al YOu Picked i Shash Gore. | 


In the main part of the ship you will find some 
cargo boxes. Inside one of them you'll find the Flak 


` Cannon. This will invariably come in ‘handy as you 


will often times find your enemies popping around 
the corner in a tight turn and you won't be able to 
use a high power explosive like the. Rocket- 
Launcher. You may want to keep this one your. pri- 
mary weapon at all times. Y +3; 


In the cargo hold you'll find thige € exits. The one to 


-the right-holds a Rocket Launcher, the one to the 


left some Rocket Launcher Ammo. There is a small 
tunnel corinecting both these rooms lying under- 
neath the middle exit. This exit simply contains a 
room with a pillar in it, and two Health Packs, on | 
either side. 


w w 


In the left and right rooms, you'll find a Health 
Pack waiting at the top of each ramp. These ramps 
lead up to a final room that connects all three areas 
yet again. This room contains the Shock Rifle and 
some Ammo. 


This level is hard to dominate in any way. The two 
powerful weapons (the Rocket Launcher and Flak 
Cannon) are separated and their locations contain 
multiple entry points. Try a roving path containing 
the locations of the ammunition, the Rocket * 
Launcher and the Flak Cannon in a triangular perime- 
ter and hope to bring your enemies to their knees. 
Only through denying them the high power 
weapons and staying frosty will you persevere. 


Chapter 4: Deathmatch 
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You'll want to scurry quickly over to the area with 
‚the tread-marks on the.ground where you'll find the 


red tool cabinet. Therein lies a Flak Cannon hidden . 


behind some ‘crates as well as some Body Armor 
you can hop up to (using the smal! crate as a step- ` 
“ping. ataol) ana some Ammo. ; 


` Right next to this area is another similar loading 
bay, with a Shock Rifle lying on the area eridging 
them. In this area, you'll find a Pulse Gun and a 


Rocket Launcher hidden behind the crates against > 


the wall. To get the Rocket Launcher you'll need to 
‚use an explosive device (or Impact Hammer) to ` 
-Rocket/Hammer-Jump up. To do this, charge up the 
weapon or hammer, aim it at the ground and press 
‚your jump button instantly after releasing it. This 
will cause you some physical bert so as sure you 
have enough health. RE ; 


Once getting the Rocket Launcher, there is a crate 
in the same room that can be blown open. Aim a 


‘rocket at it and watch the door fall off. In it you'll 


find a rocket pack as well as a Big.Keg O' Health! 

‘Truck on up to the center of the playing area, a place `- 
where there are Thigh Pads in the middle as well as 
two slightly elevated areas to your sides. This is 


; _ where the largest part of the ce will ensue, as 


well as in the :periphëral areas. 


It is important to get the Rocket Launcher early on. 
This will open up the Big Keg O’ Health, and also 
allow you to get more rockets easily without having 
to do an Impact Hammer-jump all the time. Once 


there, you'll be able to freely decimate your oppo- x 


nents wherever they stand. Run a pattern between 
the Keg O’ Health and the Flak Cannon by taking the - 
long route and you should make it in time to pulver- 

ize a few people who stray too deep onto your turf. 


> = we 


Remember that there are also normal sized Health 
Packs available. There are two in the main room and 
one on either side of the central area. Also, there are 
vials littered everywhere, so be sure to use them fre- 
quently! 


Chapter 
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Invisibility is one of the greatest advantages this 
map has to offer.lt:is hidden in one-of the rooms 
with a floor:grate, only a few levels higher. The spe- 
cific room you're looking for has the slanted ramp -: 
above it. To reach it, climb the stairwell located at 
one end and proceed to the ramp. There's a Pulse 
Gun and some Ammo en route to the right. 


[era] You metad suntan Peck BETEN) 


Once up the ramp, you'll see a Minigun dead 
ahead and an open grate. In the open grate you'll 
find some Body Armor. Take it, and back out of the 
grate. If you position yourself where the Minigun 
appears, there is a hidden chamber directly to the 
left and up where several Health Vials, Ammo, and 
Invisibility are located. To get to them, you must 
Rocket/Impact Hammer jump. 


Falling down from the chamber, you can find a ` Scoop up the Cannon and continue onwards You'll 
- Sniper Rifle in the bottom floor (where the grate pass a Biorifle on your way to another fork. Taking 
is), atthe opposite end from the staircase you scaled. ` the left fork will bring you to some Thigh Pads, and 
earlier. Some people may wish to use that in combi- - continuing straight ahead will reveal aRocket 
nation with the hiding spot that Inv y 3 SS : ; 
“and snipe anyone coming by. 
- itself will allow: you to ro 


this level is conti ng the grated 

re small and narrow, ‚they encom- 

evels each and will have enemies 
falling from above and joining the melee. Should 

E nough to have a a 3 Rifle, 


ber. A Morera lass, it ‘will es tough 
fire, so keep.moving! » 


you'll e ter the Damage 
-Jump or Impact Hammer Jump u 
immediately n notice a Flak [e 


Invisibility will help you immensely in this level. 
Where do you find it? Just shoot the pillar near the 
Sniper Rifle and you shall no longer be seen. 


You'll want to attain the Shield Belt immediately; 
it will give you an,incredible amount of defense 
against attacks. It resides on a bridge just above the 
central magma flow. Aim for the room with the two 
staircases perpendicular to each. other and take the 
one:on the right. On your way you'll find a Flak 
Cannon, and finally, your first left will reward you 
with a narrow bridge that (hopefully) contains the 
Shield Belt. E 


Across that bridge is a room with a Ripper and a 
Sniper Rifle. In that same area:is a Biorifle that is 
up against a lift in another room. Pick them all up if 
you haven't gotten the Rocket Launcher. 


The Rocket Launcher itself is hidden in a differ- 
ent part of the Codex. If you return to the room with 
the two staircases and back out through the door on 
the lower level to the right, you'll come to a lift 
which will take you up to this wonderful weapon of 
mayhem. From there you can stock up on Ammo 
and even some Health Packs if you need them. 


per 


amme 


Also relative to the staircase room is a bit of 
Armor that can be found if you take the left exit. If 
you take a sharp right outside the door, you'll find a 
- Pulse Gun and some Ammo. Also, the Minigun is 
beneath you one level to the right along with some 
Ammo. Straight ahead on that lower level, you'll 
find the Shock Rifle. 


Big Keg.0' Health 


ocket Laune her 


amage Amplifier š 


This level will see the majority of its fighting tak-` 
ing place in the room with the staircases. It’s best if 
you just hang back and let people enter this room as 
you pick them apart one by one with your Sniper 
Rifle (for the elite crack-shots of the group) or the 
Rocket Launcher (for the free-for-all loving psy- 
chotics). Constantly keep an eye on that health 
gauge to make sure you're not running on empty. 


The Flak Cannon will also be of great use if you 
prefer the commando-style of running around and 
acquiring targets. After all, there's nothing more sat- 
isfying then scaring the daylights out of a friend as 
they round the corner where you splatter their head 
off of their shoulders with a spray of Flak! 


. . . . 


You'll obviously want to acquire a Rocket Launcher 


of your own right off the bat. With someone being- 

bound to pick up the deadly combination of. the ` 
X Damage Amplifier, Shield Belt and Rocket. Launche 
you! ‘Il need to be armed for action. Luckily, there is. a 

Rocket Jauticher outside of the Pressure ‘Chamber. 


; From the boss Chamber, head out the Hight: 
door and take an immediate right and head over to 
E the lift. Once you ascend, you'll find a Rocket 

Launcher directly ahead of you on the platform. * 


«| 


Back in the room where the Pressure chamber lies, 
‚you can scale up to:the catwalk by using the lift, and 
run along: to the opposite end of the room. Crawl 


auch the hole in the wall, picking up the 


_Minigun and Pulse Gun: ‘Continue to proceed up 


the: stairs ahead of you to the area where you previ- ` 
fet ously got the Rocket Launcher, and continue on to 
“the room with the Ripper. This time, slide all the way 
DR down the catwalk over to tank of water and jump in. 
+ From here you can swim through the tunnel and pick 
ow up the Big Keg o Health! 


. Around the corner, you'll find the Ripper on top of ati 


catwalk in the center. If you look down you can see _ 
some Body Armor on top of a crate. Drop down to 


the next catwalk and grab it. In the upper aes cor 
«ne there i isa Shock ides aaa ate 


eathmatch 


ee, 


The daunting part of this whole level is the 
Pressure Chamber itself. It-is situated in such a fash- 3 


jon that once inside, you are certainly welcome to 
pick up any items within, but every second you sacri- _ 


fice inside could be your last. There are two buttons 


on either side of the chamber which, when pressed, 


shut the doors and begin compression of anything 


inside. Worse yet, the person who presses the. button. 


acquires a frag! 


The best method to acquire the items inside is to 
carefully monitor who.is coming down both hallways 
to the side of the chamber before diving in. If your | 
feeling particularly’skittish, tackle the items inside 
one at a time, caréfully monitoring your surround- 
ings after each successful snag. If you are going for 
the Rocket Launcher, keep in mind that there is 
another one in the level (read above for more infor- 
mation), and it is quite, possible to steal-one off of a 
dead body. 


As an offensive weapon, the chamber itself is 
unparalleled. There is a blind spot that exists above 
the chamber. If you stay perched in this spot and 
swoop down on one of the sides like a hawk when 
you hear the appropriate footsteps, you can be sure 
to get a nice clean frag. If, however, you are battling 
bots, they seem to be unable to withstand the temp- 
tation and will often dive right in without checking 
their surroundings. An easy way to lure them in is to 
fire a couple of warning shots right at them, and 
fight them until they follow you across the opening 
of the chamber. Often, they'll get greedy and dive in, 
and if you haven't finished them off yet, the 
Chamber will do it for you! 


e 


* * . 
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The first thing you'll want to do is acquire the 
Shield Belt on this level. It's located in the main 
long room with the ramps, and it's beneath them 

~a very narrow catwalk. If you miss, you. can scurr 
under one of the pillars and pick up the An 
Gravity Boots in order to jump back up. ~ 


“if you want to get a, jump on your dea y 
. you'll. want to grab the Rocket Launcher down by 

- the Shield Belt, and scurry through the turquoise , 
portal ahead of you. Once inside, you'll find the 
Redeemer. You can launch it through t the tiny gap in 
front of you, but it'll take careful aim with a’ touch of 
suicidal tendencies. A better strategy is for you to 
hold onto it until you get dow a deel but its your 

> prerogative! a $ y J 


w 


you can pick up 
‚take. the. elevators 


>» 


If you drop down to the very bottom of this level, 
rmor on the crate, and then . 
ack up to the main floor. 


right, you ‚can nick up the Sniper Rifle and 
Ammo, Down this er you can pick: up a Flak 


Head back down the middle of the arena through 
_ the opening in the center, and you'll find a green - 
- Pulse Gun on top of a crate. Down the hallway 


+ behind it, there's a Rocket Launcher in a blue 


alcove. There's also a Ripper down the left-hand side | 
of the hallway, and another Flak Cannon by some — 


- green slime on the right. 


On the right, if you stow away among the boxes, 
you'll find a Damage Amplifier on top of some 
crates. Rocket jump up to.it, and you can even shim- 
my down to the Shock Rifle beside the crate. On 
the same platform, just at the other end, you'll find a 
Minigun tucked under the left-hand side of the 


staircase. Re A e 


In the main room, after scaling the ramps, you'll ` 
find some Thigh Pads on the far left of the plat- 
form, and a Biorifle to the far right. Up beside the 
Thigh Pads you'll see a Sniper Rifle. Jump up there, 
and you're in prime sniping position! 


This level is HUGE! Sniping may be a good option, 
particularly if you're good and fast at it. However, 
for those less fortunate, you'll have to deal with 
your foes on a one-to-one basis. The best way to do 
that is to try and push them into the slime, keeping 
them away from the Shield Belt (sniping from the 
alcove where you grab the Anti-Gravity Boots could 
prove smart!). Obliterating them.all with the uber- 
weapon, The Redeemer, is another option! 


# 
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igun 


Ripper 


shock Rifle 


\ 
)Flak Cannon 


Anti-Gravity Boots 


Biorifle 


TA © Shield) Belt 


ve This is a grand arena in all of its, 


matches, closed sniping BE dos Via a 


¡the | weapónr y yon could imagine, ‚While 


eh t Rent harm you, it's PER 
you won 't have an easy time staying! 


palive in aes Onel» 
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Generally the first thing you need for a good Back in the room with the funky basement 
offense is a tight defense. You'll need to secure the - entrance, you can,pick up a Shock Rifle, or duck to. 
Shield Belt to insure this, so mosey up to the room ` pee ght ait ple pa Flak Cannon on vithe k 

“with the U-shaped ramp. This room is adjacent to S 
another room containing blue lights and the: “unique 
ramp emerging from the basement. In the room with 
< the U-shaped ramp, you can nab the Shield Beltat 
the top of the left part of the “U”. Along the way, 


: have | an ‘option for a Sniper Rifle or a Ripper. The 
¿you'll find a Pulse Gun on the ramp that might -~ ~*~ Ripper is to the right: of the pillars in the other room Pe 
come in handy until you find your next weapon of ` behind yet another column. To reach the Sniper Rifle 

choice. Perhaps the Minigun that you'll find (if you take two lefts after that same corner. eas 
go down the ramp and turn right) win be more. to Beat ` i ER Ra 
i your liking- a ae: eee ee ; ; 


In the same room as.the Shield Belt, on the lower © - is ag a NONE RR ERS 
floor to the right, you can run over and pick up the ` E x 

» Rocket Launcher. Jump down ‘and to the left, here 
you'll find an area that contains a Biorifle and some. E 
u Pads. ste 


This map is a tad on the large side, so it may à 
become difficult to-establish a good pattern. Don't 
be daunted. Instead, figure out a way to get the © 
- weapons that you yearn for. Dodge back and forth - 
‘forming a loop including the Flak Cannon, Shield 
Belt, Thigh Pads, Armor and Health. another. option 
is to switch the Flak Cannon. for the Ripper,- Rocket 
. Launcher, etc. : 


Chapter 4: Deathmatc 


GN, 


You'll find that a lot of fighting, as usual, will be in 
the open areas of the map, particularly the one with 
the unique entrance to the basement.-Use this as a 
method with which to prove yourself, as you'll have 
to contend with a’lot of enemy fire. 


He or €: et Laune. 


VA 


For the snipers in the house however, there is an 
alternate method of attack. In the area where you 
found the Ripper, jump to the lower level and hide 
out amongst the Health Packs. From there, you can 
observe the area and snipe to your heart's content. 
The fact that you have no peripheral vision is no . 
longer a problem as you are surrounded with walls, 
but the thing you should consider is the fact that‘ 
there is about a half an inch of the upper floor dead 
ahead that you can see, which also means you can 
be seen. An adept sniper can easily pick off anyone 
walking over that catwalk, but the reverse is also 
true — they can get you! Be on your guard! 


Here's a tip. When looking straight up at the arch- 
es within the wall and see the Flak Cannon and its 
ammo, turn around 180 degrees, climb the stairwell. 
Now, on this little level between staircase, shoot the 
wall between the ascending and descending staircas- 
es to reveal a Damage Amplifier. 


se = ae æ 


Everyone loves a shield belt. Here’s how to get it 
in this level. Go to the very top floor. Then, when 


you find the bridge with a torch hanging on the wall: 


„at the end, simply walk through the wall Wand yl 11 
get your prize. 


Entering the large corridor like room, you'll: be. 


able to see an elevator at one end and a staircase at o 


the other. Along the way, you'll find a. Pulse Gun, a 
Ripper and a Sniper Rifle at the top of the stairs. 
. Continue along this path until you hit a junction and 
then turn left at it. Once there, you'll be able to pick 
up a Flak Cannon as well as the Thigh Pads under- 
neath the staircase, and continue onwards along this 
path. You'll see a Rocket Launcher up the stairs and 
“pasta pillar that you most certainly want. = 


your immediate right and head across the way 


“where there is a Minigun. Back i in the room with the a 
staircase, head along:the right side and you'll come ES 
across some Biosludge Ammo, Health Pack ‚and — 


eventually a Biorifle. Táke the elevator "up, where 
you'll come to a room with several Sant ‘monoliths 
y surrounding a Shock Rifle. LENE ere RES bees 


q corridors, you'll 


on the catwalks because of the close quarters and 


Ifyou backtrack out of that room, , you can dart to 


. As 


Aside from the obvious wide-open space in the 

re to find plenty of action on . 
stairca ses a and: cat ‘s. You shouldn't have a prob- 

lem kr cking: people back and forth on catwalks, as 
well as picking them off. of the staircases if you use 
right tools for: the job. Staircases generally afford. 
you ‘less of a view of your: opponent, regardless of 
- your position on them, so you should try and stick to : 
something like the Ripper or Sniper Rifle for a one- * 
shot kill. The Sniper Rifle can. also be used effectively 


the: relative ease of ripping. someone's head off in . 
one shot. 5 de 7 
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vy Set in an ore processing facility, 

the Liandri institute set this, up ag a 
perfect tournament arena. The large, 
center area is generally the focus, 
although: there are plenty of times ha 
the ‘skirmish can be dragged out intl Arde 
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The Shield Belt is always one of the most sought- 
after items. To get this gem, the easiest way is to 
mosey to the center room with the large elevator in 
the middle, climb the lower level ramp and enter the 
green teleporter. Walk across the bridge and then 
turn towards the center at the end to reveal the 
Shield Belt! 


The Redeemer is just as easy. If you are continu- 
ing on after having retrieved the Shield Belt, drop 
down to the level below and turn left down the hall- 
way (underneath one of the bridges is also a 
Minigun should you need it). If you.are still in the 
center room, use the elevator in the middle, and 
then look to your right for a ramp that will take you 
to an archway. This, in turn, leads to this hallway. 
Continue down the hallway to the next room. On 
the ramp you'll find a Redeemer! 


. * * . . 
Exiting that area, you'll be able to scurry down the Here’s a quick note on the Sniper Rifle; due to its 
ramp and pick up the Rockets. In this center area ~- `. position, you Be opportunity to cover your 
you'll find items like the Rocket Launcher, Pulse - t in PAN sight of the ui 


Gun Biorifle, Shock Rifle and a few Health Pack 
's also a relative hop skip and a jump to get the 
es just mosey down to the green. teleporter 
next to the Pulse Gun on the second level of. ramps. x 
From there, the Armor will be rightii in front of: yeu. 
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"The Sniper Rifle is. placed i ina prime sniping posi- A 
tion fortunately. In order to reach it, you'll need to. 
jump to the second level (the one with the green o : ee aes 
teleportal adjacent to a Pulse Gun) and use the nor- ee EN ait RE 
mal archway there. After entering, you'll finda. SER? BEN 
Rocket Launcher to your right, and Ammo to your ae 

~ left. Then you can shimmy up the stairs and pick up | The rest of the map is pretty stralahtforwiard. 
the Sniper Rifle. > : + You'll have a lot of dancing to do in the central spire | 
Re i area, and you'll. have to be able to flirt with danger — 
om... ‚often, so brush up on your Health Pack locations as 
: > Well as any Armor locations you need! 


You picked apa 


There's a couple pairs of Anti-Gravity Boots to 
help you jump from the cargo hold-up to the top 
deck, or up to grab the Keg ‘O Health that's sitting 
by one of the masts. EE 


There's a set of Body Armor inside the Captain's 
cabin that is always hotly sought after, and the inclu- 
‘sion of a-teleporter inside this room will make it an 
area that's rich in combat. 


At the back of the ship is a Rocket Launcher, and 
the door to the Captain's room is just below this 
~ area. The Keg ‘O Health is by the mast closest to 
the back of the ship, while there are some Anti- 
Gravity Boots near the same location. 


WA Rocket Launcher 
\ BEER HERE $ 


Near the bow of the ship is a teleporter that'll 
take you to an area beneath the decks, and on the 
far bow is an Invisibility power-up. Beneath the 
decks are some other power-ups and Health Packs. 


In general, great success can be had in this level by 
moving in a circuit from the upper floor to the lower 
floor, being sure to time your laps so that you pick 
up the Body Armor when it spawns. 


Because of the close quarters, you must be doubly 
aware of the splash damage that you can get when 
using the Rocket Launcher or the Flak Cannon. 


There’s some Body Armor among the other 
copious amounts of power-ups in this arena, but it 
will be difficult to keep stocked up in a firefight. 


Y Shock Rifle 
y Pulse Gun 


The central room (with the-red circular central pil- 
lar) is where many battles-end up occurring. If you 
enter this area with a full set of Armor and a Flak 
Cannon you'll do alright. 


isolate and remote station A 
that’ 3 been deserted (ana is thus h 
lable for Deathmatch tournament 


This arena, has many narrow hallway 
turns, and ‘a somewhat tera: Ge th 
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There’s a secret Shield Belt in this central room. This level sports some rather basic weaponry, the 
To access it, hit the panels that have lights along the most advanced of.which is the Flak Cannon. It is 
bottom until you find the secret area — inside is a obtained in the lower level, right besides the glass 
Shield Belt. floor, along with some extra Flak Shells. That should 


"helone of your first stops. 


Also, up on the top floor, accessible by two eleva- 
tors that are indentations in the main wall, is a piece 
of Body Armor. Equip it quickly to maintain that 
defensive posture. This area is also ideal for raining 
down terror on enemies below. Use the GES Biorifle, 
or the Flak Cannon's secondary weapon in order to 
bombard enemies below you. 


The Pulse Cannon and Minigun can be found in 
the middle level, and the Shock Rifle and Biorifle 
on the bottom. All are useful if you are in a tight 
fight. A good pattern to form in this level is to start 
off in the bottom, grab the Flak Cannon, and charge 
up a level. Then, climb the elevator in the middle and 
grab the Armor. Motor back down to the middle 
level and patrol the outer ring...repeat as needed. 


A little item of note is that the elevators in the 
outside of the ring have a light blue glow to them 
which will help you pick them out as they seem to 
blend in otherwise: Notice that when you go up 
these elevators, you will be in plain sight of the cen- 
ter of the second level, so any combatants will be 


able to pick you off as you ride up! Dash to the right | 


or left of the ring,:and climb up:the inside elevators 
to get to an ideal sniping/bombing area: 
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The Rocket Launcher will be an eagerly sought- 
after item in this stage. Located in the basement, 
perpendicular to the elevator, it's also located on the 
side of the pillar opposite from the Body Armor. 
Make that your first stop for sure. 


Up on the main level, you will find two large ` 
Health Packs, which will be invaluable for anyone 
silly enough to stray into the center court, and several 
weapons on the outskirts as well as Health Vials in 
the adjacent room. When facing the open chamber, 
after having just come up the elevator, there is a 
Minigun and several packs of Ammo to your left. To 
your right there's a Pulse Gun and dead center is a 
Shock Rifle. After appropriating the Rocket Launcher, 
the rest of these weapons should be obsolete, but 
don't overlook them in case you get low on ammo. 


* “ “ * 
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Strategically, you're going to want to corral your 
enemies into.the center stage. This shouldn't be 
overly difficult, the Health Packs will draw people 
toward the center, and, after disposing of a few 
bodies, the weapons that will be lying around will 
suffice as bait. Try to pin them between the two 
pillars, because it will be easier to accumulate splash: 
damage should you miss and hit the columns them- 
selves. 


x 


If you are caught combating elsewhere, you 
should try and avoid the basement unless open 
arena fights are your specialty. It's hard to defend 
and attack a peer or better opponent on open 
ground, 'so try and stick to the center arena, or better 
yet, pin them down as they ascend the staircases or 
elevator. do 


+ 
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The Damage Amplifier is one mean little power-up; — 
however, mixing it with a Rocket Launcher can be an 


even more devastating mix. The collateral damage 


that. you will receive if you are too close to a wall or 


enemy can suck your life down to nothing in one hit. 
Take care in using it, or switch to a 1 Weapon like the 


Minigin; Re ER x REEN 


The Damage Amplifier, the lbuatidn of which - 
you must be eagerly anticipating by now, is located . 
up the long slanted hallway that has all of the = - 
Health Vials in it. It's at the end in the corner. This \ 
should be one of your prime stops along your ~~ 
pattern; it will modify even the Enforcer or Impact 
Hammer into a lethal weapon. — 


liidediately upon leaving that room to your right — 
is the Minigun. This, in combination with the 
Damage Amplifier is lethal, particularly if you use 
its secondary fire to unleash a horde of- bullets 
(albeit at a lower accuracy). Straight through that 
‚area is a piece of Armor accompanied by. a is 
Pack, should you be so inclined. $ i 


; hallway with your ammo. 3 ae Na 


E ready to rock yet again! — 


To the right of the Health Pack/Armor combination 
is a ramp leading down to the Rocket Launcher. 


` Because of the tight « corners and: claustrophobic hall- 


ways, the secondary function on the launcher will 
come in handy. Throw a few grenades down a corri- 
dor or two and watch the fireworks.as people scatter 
‘realizing they cannot fight back if‘ you clutter up then 


continifino ea from: aiae the Rocket 
Launcher is located, you can easily truck to the next 


- room, ignoring the turn on the right (it'll return you 
“to where you found the Armor/Health Pack). Instead, - 
- pick up the’ Thigh Pads. Stowed i in. ‘the corner are: 


two Health Packs that you may need to retreat to at 


-a later date. If you turn around and hop up the ' 
crates, you'll find yourself back i in the room with the 


Minigun. Turn right and you’ 1 bein the hallway . ` 
adjaċent with the Damage Aropliie fier, and basa ‘re . 


y 


The area in between the smaller two mountains 
contains a piece of Armor that will be of the utmost 
importance in this fragfest. ‘Continuing through, 
there is a Minigun and some Ammo between two 
palm trees on the adjacent elevated area. 


Moving to the right and down the side, you can 
pick up the Pulse:Gun and its respective Ammo. 
Should you be injured, this inner canyon. contains 
two Health Packs, but beware that getting them 
will put you in plain view of people on the ridge to 
your right: At the opposite end from where you 
picked up the Pulse Gun is a Shock Rifle, and up me 
hill is the all-mighty Rocket Launcher. 


While there isn't too much to this map, it can turn 
into a bloody nightmare if you aren't careful. The 
best way to handle it is to stay away from the center 
area as much as possible. This area's on lower 
ground and susceptible from three separate vantage 
points. Only if you desperately need health (as it is 
the only location that you can pick it up) should you 
stray inwards. However, if you're going for that last 
frag, you can blast in and attempt to get it. 
Otherwise, try and run a big circle around the area, 
depriving your enemies of weapons and power-ups. 
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Sniper Rifle 
Flak Cannon 


Rocket, Launcher 


N 


A two-level’ scenario involving back 
alleys and )upper-floor datwalks, this 
level offers many places in which to 
hide, and an incredibly powerful arsenal. 
This level will have you a little ¡ea 
lkilter' at. first, butlas you warm up ta E 
you will find, cozy little alcoves th j 
will make youl unstoppable regar 

your method of play. 


¿$8 
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In the upper floor, there is an area with a dark cor- 
ner that contains the Sniper Rifle just outside its 
threshold. This area is ideal for snipers or campers, as 
they merely have to wait for their prey to walk by 
without worrying about being seen. So long as you 
have the element of surprise, and nobody comes 
back looking for. vengeance, you should be ok. 


You can also pick up the Thigh Pads in this locale, 
which will be a great bonus considering it's the only 
piece of armor in this stage. Mosey on through, the 
network of tunnels until you come to the next cat- 
walk. After passing an elevator that will take you to 
the level you are on now, there is a Flak Cannon 
lying on this ledge along with some ammunition. 


e 
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Through the next tunnel, there is a fork. To the 
“left, a Rocket Launcher awaits your atte i ing but Ammo for the various. 
dead ahead is the Minigun. Dropping dow : 2 ] ing through, you'll come to another’ 
| from the Minigun’ S location, jou ente yr jranch to: the.left: will either take you. up. to- 
E world of wonders. $ ; ) } x 


Continuing on N path, you'll find an L-shaped 


z & 5 ht, there is another large room with a ae 
“In this room, there are.no RE to speak of so * Mee Ammo in it. Ar ound the bend is an - 
ae it’s basically just an area to be: wary of. Enemies will 

~ roam this area, as well as the other replicas that 
have a lot of open ‘Space, so be alert. There is howev- ` 
i Rifle just outside of this apa, ei by. 


BEE This level is best ey ok e valle unless 5 5 


where the ‘Sniper Rifle is located. ‘Hold these posi-.. 
tions, and you will generally be bio to a goog, start. 


Launcher 


tle-like pavilion will 
owds at home as 
ing will. cau 
ontestar in’ 


On the ground level near the center of the map 
there is a room with three doorways adjacent to it. 


“To the’ right there lies a piece of Armor and several 


Vials of. Health. Straight ahead.is another doorway ; 
that only « contains an: Enforcer. To the left, ‚however, >. 
is a Shock Rifle and up the steps isthe: path to the 
‚Damage Amplifier: 


Leaving the demande Ampl ier room to its left 


` there is a Health Pack that is worthy of note, and an © 


Enforcer in this room. To the right'there are some _ 
Thigh Pads, so dart in there and: get thei, 8 but then Re 
scurry back and continue forward. . : ES 


E 


. . . . 
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Through that archway you will find a winding This area will contain a lot of fighting in the larger 
path that contains:another door on the left. In there : > halls, and as suc u should probably try “popping. 
you will find two Health Packs and a Rocket p pills daa opponents throats with ‚your 
“Launcher behind the wall. Heading through 
- path you were just on, you'll find a Minigun and. asily f om. above in certain areas, allowing you. to 
` Ammo. You can jump off here or continue fc y: forces. before you, swoop, down. to collect 
down the sloping stairway as both paths terminate 1 unty. 5 VE RER : 
inthe: same place. There are some Health vials in Sa 
the stairway, but in he interest of time you may. 
wish to optt for the Lule a ; 


pon i rastfingabal area, >, youl find another 
- Enforcer and some clips of Ammo. If you jumped wirt - oe 
£ “down from above ‚you can just turn left and go- > Try eh to the Flak ‘Cannan or the Minigun 

A through t the archway, ‘but if you came A es the . © when enabling your Amplify Damage. ability to mow — 


‘down groups of enemies at once. It's simply harder — 

` to kill yourself with those weapons and prudence 

- isn't a bad virtue in this situation. Obviously, using ito 
close to the Health Packs and Armor will come in ` | 

handy should you accidentally blow up parts of your k 

body and need some instant repair IN 


¡4 
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The Redeemer stands up to its name indeed. 
Those in last place can soon expect.a large leap into 
the high ranks if they use this weapon of destruction 

correctly. Look for it in the main ‚room in between 
two crates by the wall. This will help you get a 
healthy lead should you find several people dueling 
it out. But, if you don't happen to find any such 
circumstance, you may want to sheathe the:behe- 
moth and whip out an Enforcer or other, less 
powerful weapon. 


Pulse Gun 


This abandoned Brickyard is an ideal 

playground’ for yowana your cohorts. It 
has A large Supply of munitions and 
even the incredible Redeemer!, A much, OE 
easier map to learn!than some of the $3 
others, it still makes for a real blame, Two Health Packs lie in front of the Redeemer. 
with an abundance of objects t nide Down in the room to the left; you'll. find.a Shock 
behind anā open“ spaces to capa = = 

y w Rifle and some Ammo. Charging around the corner + 
you'll find some Health Vials and ultimately a Pulse 
Gun tucked in a nook by a pillar. 


hmatch 


. . . . . . ‘on 


Along the same path, at the other corner, is a CHALLENGE 


Minigun, and at the other far corner a Sniper Rifle. 
Afterwards, you'll want to pay a visit to the center: 
court. Inside you'll find a Flak Cannon, ‚Armor, 
Ammo, and Health Packs (Behind the Tana 


Pulse Gun 
SE Sniper Rifle 


Flak Cannon 


x S ipper 
; *pvasything i is laid out erh simply in this map ; 

> allowing “for easy access to, the goods. Although a... 
+ relatively minor level, it definately. doesn't detract. -` 
from game play. You’ il want to keep to the center. ni Sig) Body Armor 

“area, preferably i in the top overhanging catwalk, and. 
pick on-anyone who peeks there: head. up, or better e 
yet snipe: anyone. below. a RT REN 


Minigun 


000006 


Anti-Gravi ty ¡Boots 


Damage Amplifier 


Keg O Health 


Shield Belt 


on an orbiting 
Phobos (leäther 
ludeä). This is, one) of the unique 
where there's both an indoor and 
tdoor companent. Of course, when 
you re talking about ‘outdoors s 
it means that;a wrong step off the 


Also, every corner on the map containi-an em 


anda little alcove that i is: ‘indented into the wall. In station will result in a negative frag 
one such alcove there is a Sniper Rifle (read above ‘ re 

- for location). If you sit down in the alcove, you can, 
much to the chagrin and frustration of your peers, 
pick them off as they round the long hallway. 


7) 
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Outside there are three docking bays; each of 
. these bays holds some nice power-ups, . but the catch . 
- is that it's dangerous to go after them. Generally >=- 
speaking, if you have: a chance to get one of these ~~ 
power-ups. you can be happy, but don't get.in the + ; 
ss “habit of hanging bi ates warta for. inem (especially 
ina crowded: um: BR 


Amplifier 


Because thë. inside of this a arena is full of tight. 
twisting and turning hallwa it can be difficultto — 
--spot an enemy until you’ ‘re right on top of them! For _ 
“this reason it's good to ‚have weapons ‘that do maxi-.. 
mum damage at close range (like the Flak Cannon). 


` First ‘things first, afinar yóu are dealing damage 
to another player or to the challenger, Rampage, you 
- must beat them with brute force as well as smarts. 

. Go grab the Anti-Gravity Boots on top of the little 
crate outside by the Sniper Rifle. Immediately to its 
left, you'll find a set of pillars, Leap up to the first, 
~ and then to the second, and receive your Damage = 

Amplifier! If you still have a jump left, you can jump > 
` across and pick up some Ammo and a Health Pack. 


f “Now, here’ s something that you are guaranteed to- 
enjoy .Find the Gloop Gun (GES Biorifle) and look 
"straight at it. Now, turn around 180. degrees. and. 

climb the stairwell: Immediately to your right, there 
isa wall flanked by: two ceiling oa mns Shoot the 


. . . . . 


Also outside, lying in platforms, you can find the A very simple map, this one will have you 
Minigun, Shock Rifle, and the Thigh Pads. The | concentrating lesg your surroundings than on 
nemies, but "t let your attention slip too - 

or Gi fields ontide the ship will get you as 


; The Rocket ho | is inside: the only r room in: 
2 the building on the floor, making it an easy | and ideal - 
ck up. You'll need this if vail want to humiliate _ 


Flak Cannon 
Rocket Launcher 


Pulse’ Gun 


Damage Amplifier 


Pr incredibly tiny facility in 

l relation ‘to all ofsthe others, this one 
is specifically designed for one ‚on on 
combat. A few more than that an. ik 
into a sea\of ‘blood. 4 


e 


The Damage Amplifier is one of the tougher 
items to gather. In order to get this, you'll need to 
use your Impact Hammer and jump up to the wall in 
the room on the lower level adjacent to the blue 
hallways. It’s a tough jump to make, but well worth 
the effort. Make sure that you're stocked-up on 
Health and Armor first though! 


\ 


In the corner of the same room as the Damage 
Amplifier, you'll find the Shock Rifle, not an incredi- 
bly powerful weapon, but devastating when com- 
bined with the Damage Amplifier: Going up.a level 
from there, you'll find a large room containing the 
Rocket Launcher and a Pulse Gun. The Pulse Gun is 
in-between two rooms. In.the other.room, you'll find 
a Minigun and a Biorifle underneath:a passageway. 
You'll also be sure to spot the. Armor in the.corner. 


+ 


$ 
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You can duck under to the middle entrance to the 
basement once back in the room where you located 
the Rocket Launcher. Pick up the Ripper and-you'll 


be able to get the Thigh Pads.underneath: the stair- 


case. At the top, you'll find the Flak Cannon. 


¿A tiny. map by any means, you'll need-to use a 


weapon like the Flak Cannon in all the tight weaving ` 


corners, and the Rocket Launcher elsewhere: Others 
may opt for a weapon like the Minigun when 
retrieving the Damage Amplifier in order to mow 
down enemies with less damage being. redirected 
back at them by their own weapon! It is, however, X 
really up to the individual. . 


Chapter 4: Deathmatch 


Dr. 


Y Rocket Launcher 


Xan has better aim, faster moves, and is an all- 
‚round. | better player than . pd other enemy that — 


¿el 


Domination is a unique game that requires you to 
gain the majority control of three key locations 
(Control Points) in the arena through the course 0 

the game. This is a substantial departure from: ‘the 
‘ other Unie Tournament games, because vn 


o rai Re 100 fos 
150). Points. are e. awaited for the amount of time that - 
_the Control Points are held, so, if you hold two of. ~ 
the three Control Points for more than 50%: of the. 
time, you'll win the game. It’s not, however, easy. to eS 
keep the Control Points under your ‘control’ with > Se 
* enemies swarming around and running in to capture oe 
the Control Points for themselves.. x 


“defenders. Better yet, ‘br ng power-ups back to. 
the defenders so that they. don't have to leave 
their posts. In games. with: enough players, one _ 
‘player i is usually designated.as the ‘mule’ to find 
and deliver items to the defenders. 


Onn up before you atado Don't go:on the a 


; ea Use weapons that cause splash damage 3 Make attackers think they've won. The 
ek ‚when appropriate, and faster weapons Ka ES Control: Point: ‘must be controlled for several 
- When heeded. ‘Generally, ‘the Rocket Launcher . i oe the searing begins, so if you lose ~ 
“and the Flak Cannon are best for attackers ; 
>= because you don't need to be very accurate. 
“As an attacker you.are always. on the move and. 


en inpretarat oon done 


pe 2 ‚may not see your ‘opponent, but might just: be. 2 $ © -smash them when their guard'is en isa 
“shooting into a dark corner where you saw... -. Shock to get fragged a few seconds after you. 
~~ him go; Rechte will den more damage i in this: BL think you've Hurt won a e Pe : 


a situation, 


Gone, someone de find and ‘dativer: 
power-ups. In games with enough players, you > 
ka ‘mule’ to find and retrieve - 3 
A ammo. goda armor. . The mule. can also 


© coop me moving at: all men As you ge familiar 2 

- with a map, you can ‚figure. out a route that lets 
you circulate around each Control Point and Ý 

. each power-up location. This regular. checking 

+ will let you bulk up, let you reclaim lost Control 
`. Points, and keep you from being a sitting target. . 


Don't fon: top of the control Point. Thatis is 
$ Where attackers will look first, and‘is usually too * 
Š ‚open and susceptible to defend. Try to finda» = 
-dark corner or some obstruction to get behind. 
ad there i is nothing nearby. then wait in the dis- 
~~ tance. ‚where. attackers will not notice you. The 
fight usually goes to the player: that spots his or 
her enemy first, so don ¿stand where: you will 
“sbe seen E > 


pa — pa ——n a a 
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Key Powes-up | Locations 


“There a Rock auncher inside the ground 
“lies! of the condemned building. This weapon is 
specially useful when attacking the Control Points 
ear Arturo's nightclub and the Garage,:as defenders 
are backed against;a wall.-A Keg ʻO Healthisina ` 

“room to the left of the garage that can only be ` 
“©: accessed by jumping from the roof. Health power- > 

ups on the roof should provide relief. for defenders ; 
3 there. = ; E 


@ Pursue attackers when they break off the _ 
„attack. An attacker that gives up is probably . 7 
wounded and looking for some health, which 
makes him or her an easy target. ; 


Don't be led away Eon. your. 7 Gantra. Point 

- by a distraction. If you are the only defender - 

+... for an.area, you cannot afford to pursue an A A 
; -attacker that has broken off the attack, no matter , 


how tempting his wounded cries sound. = en aS A 
: er . Strategies 


ETS ¿Tf you can depend on your teammates to hold the 
_ roof, you can assault the other two Control Points in 
the alley around the building. Keep moving around 


te N Den“ 2 i 3% +. the building in one direction. This tactic prevents the _ 
ae ; : ae nenn other team from holding the Control Points for long, - 
f EEE ee Since you will constantly be checking them. It also: 
E NIT TD “Keeps you moving. When (hopefully “if”) you lose S 
EM N Ls D control of the rooftop, you should immediately head 


back up there to recover it, as the rooftop area 
provides an excellent view of the other Control 
Points; besides, there are Health power-ups there. 
‚Use the jump-boots to get to the roof from an 

- unexpected direction, and be wary of an ambush if 
you cannot see enemy defenders right away. 


The Rocket Launcher is the best weapon to use 
against an enemy player trying to hold the Control 
Points in the alleys. If they are fool enough to stand 
near Arturo’s or the Garage then they will have 
little chance of dodging the splash damage from the: 
rocket explosion. 


alleys, but to constantly circle the building and 
reclaim the Control Points as they switch color. This 


way you are not trapped in a certain-death defensive 


position, and the enemy cannot hold the Control 
Points long enough to gain much of-a score. 


The rooftop Control Point is the most important ` 
one in the level. Since there are two stairways lead- 
ing to the roof it is difficult for one player to defend 
the roof, but you can improve your chances if you 
wait near the edge for a chance to ambushan _ 
enemy player as he or she moves to the middle of 


the roof to claim the Control Point. £ 
i 


The other two Control Points are actually easier to 
defend from the rooftop, or some other high 
location. If you wait near Arturo's or the Garage for 
enemy assaults, they will have you backed into a 
dead-end alleyway. One strategy that seems to work 
is to not try to defend the two Control Points in the 


OSIRIS 


This mission takes place in the Temple 
of Osiris, featuring a decidedly Egyptian 
motif. It’s a small arena with large, 
wide. open hallways that allow you to 
both corner an opponent (with the right 
weapon) and dodge other weapons. The 
three, Control, Points are the Bridge, the 
F (a narrow area) and the Grotto, | 
en is a.Control Point underneath a 
bridge on. the lower level. The Bridge is 
the. Control Point .where much gE ‚che 
action occurs. 


Chapter 5: Domination 
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Key Power-up Locations Picking up the Body Armor is critical in Osiris 
E = PG a because it's the only armor available and it'll set you 
s The most important power-up location is in the apart from all-of the other soldiers in the game. The 
side area where there's a stream that runs under- extra armor edge you get should be enough for you 
neath the stonework (on the lower level). A set of to, at the very least, go on a Killing Sans if you play 
Body Armor appears here and with.it you. can go your cards right. 
far in Osiris. 


Strategies 


Basically you can set your bots to control the 
Grotto and Alley locations while you run a circuit 
around the arena, being sure to hit the Bridge loca- 
tion on your way by. The intense fighting tends to 
occur around the Grotto domination point, so be 


sure to have a Flak Cannon on hand when you head "main: possession: ol 
~ -in that direction. efenders. There a 
$ aces to snipe at ‘your 


ups are distributed 


Chapter 5: Domination 
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The Central Control Point is accessible from two 
: Key Power- oy Locations i directions het are are a w way to deal with 


o! t wee ie a Me a mediu sized room hae you 3 
which is an.adv, tag efen ‘of room to dodge and sidestep \ with- — 
n äh and ck out bumping into walls and other obstacles. It is ~ 


Er 


onds before they can reach much better to ‘spot your opponent and kill them: SER 
[Control Point-has two Health. - with one shot than ‘to get into a ae in this % 
I ‚location. 


* . . . 
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The Lower Control Point is easy to defend 
provided you have enough ammo and your oppo- 
nent does not have the Rocket Launcher or Flak 

“Cannon. You can see approaching enemy players and 
open up on them before they reach the room. On the. 
other hand, if you're getting blasted by rocket, $ 
damage, you will have to rush out of the room and \ 
hope to kill your attacker before they can react. 


ensive adva 
in one area 
$ > of Srunning 
m one Control Point.to t 
will be spread 
Point «has: re icted 
accessibility from one of two lifts. The 
m Lava and Nook Control Points are.closer 
m together and can be reached from. at 
ions each. The best 
to be Controlling the top 
g Control of the 
other two so that your enemy cannot, 
hold them. long enough to score. 


“The Central Corts ‚Point is a.good spot to defend 
Ana keep. From here you can see the other two 
- Control Points. Since there are two hallways that ae 
lead into the Central Control:Point area, you should > 
place at least two defenders here if you can. There za 


are Health power-ups in this room, too, so you have . . Key Power-up Locations 
a chance to maintain control of this spot. SER sid 


y There are two Body Armor power-ups in this map 

sie Re a — one near the Nook Control Point, and one near 
the top Control Point in an adjacent room. A Keg ʻO 
Health is visible from the room where the top 
Control Point sits atop some support beams just 

below the floor. It is only accessible if you use the 

Me - translocator. Watch for the Health Vials on a ledge — 

pe ina hallway near the Lava Control Point. - 


The Upper Control Point is not easy to defend, and 
it is probably not worth the cost of standing on it 
trying to hold off attackers. If you are able to hold 
the other two Control Points, you can just trade this 
one back and forth to prevent your enemy from get- 
ting many points from it. 


Strategies 


The Nook Control Point,is in a corner of the nook 
room, where Rocket Launcher attacks can do heavy 
splash damage. There are a number of columns and ` 
other obstacles behind which you can take cover 


during a fight. There is ‘also a Body Armor power-up , 


that.you can grab‘whenever it respawns. Denying 
this item to your opponents will give you an advan- 
tage, though any defenders in this room will likely 
be aware of this tactic. 


The Lava Control Point is in a medium sized room 
where you will have little space to dance around. 
Aiming accurately can shorten the battle here. You 
can also try to trap your-enemy on the floor in a cor- 
ner near the stairs, where they cannot avoid splash 
damage from a rocket. 


Attacking the Top Control Point is a little more dif- 
ficult than the other two, especially if the enemy has 
more than one defender. There are two lifts that 
allow two different approaches, but the room is fair- 
ly wide open and any approach is easy to spot. A 
two-player assault makes this room.easier to win. 


oom on a catwalk ex = 
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Key Power-up Locations 


The most notable „power-up in this map is the - 
` Redeemer. This weapon causes a blast over a ' huc 
area, and is the best way to assault the two ‘mos Ss 
difficult, Control Points. The Redeemer is in a small 
$ alpeve:0 in the area below the Bridge Control, Bais. I 


, the. advantage to.the defender: The Ramp Control- 
Point should be assaulted fröm the ledge leading 


„from the Bridge: Control Point. Approaching from the a 
the en ‚who z 


ramp means that you are belov 
will have a clear shot at you 


‚and periodically retrieve the Body Armor in the 
as adjacent room. When you see an enemy approach, 
_.make sure to be the first to open fire. Try to use the EN 


Strategies ee Ei A 


- The Ramp. and Lift Control Points arè set up ES give _ 


* Control Point, as a barricade | prev 


to attack your. opponent from. - 
1, where you will be at his mercy’ 


-You Should concentrate your in on the Top. 
` Control Point. Keep an eye on both: room entrances x 


obstacle i in the middle of the room, beside the 


from having a clear shot at you. 


The other two Control Points are more difficult to 
defend. In general, you | should try to pick a corner of | 
the room to hide in that let's you see any approach- — 
ing enemy players. If you make the room seem 
empty and unguarded you can catch them unaware, 
and make a kill before they have a chance to return E 
fire. ; > 


The Bridge Control Point is futile to defend. It is 
best to simply keep going in a circuit that lets you 
check“and reclaim this point regularly. If you find a 
defender at the Bridge Control Point you will likely 
be able to sneak up and kill them with one shot 
because they have three directions to defend 
against. 


OLDEN 


This map is in direct,contrast to the 
industrial themes of other Domination 
maps. This is a Nali temple with high 
catwalks, pools of water, and vine 
covered stone walls. Twó of the Control: 
Points are on the catwalks-the Upper 
Control Point is on the top level and 
the Mid Control Point is, naturally, on 
the middle level. "The ppper catwalk is a 


‚accessible 2 ramps, and’ ee 
"Mid, Control Point is visible from the, 
upper catwalk. The ground level of the 
| temple is an. open ‘Space with a few. 
| pools, two of which are joined by an 
underwater, tunnels: 5 


Pe] 


Key Power-up Locations 


There isa Keg ʻO Health that you can jump to 
from the upper catwalk near the Control Point. This 
is obviously a necessity for defenders. Most of the 
weapons and armor are on the ground level, but 
there are some on the catwalks. ` 


Strategies 


The catwalks are an attacker's dream. The map is 


¿e 


large enough and open enough for you to easily see 


enemy players from a distance. With the right 


weapon, you can pick off surprised defenders before 


they even know you're coming. Your team should 


concentrate on attacking and holding the upper 


catwalk because you can assault the Mid Control 


Point from above in this position. If you are able to 


hold both the Upper and Mid-Control Points, your 


score will increase faster than your opponent's, who 


will have trouble getting to the upper catwalk and 


who will also be at the mercy of snipers above. 
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The underwater tunnel leads to the area where 
the Lower Control Point is located. If you decide to 
attack the lower area you can use this underwater 
tunnel:as a way to sneak up on the defenders: This 
works especially well if your teammates can-distract 
the enemy players. 


The Mid Control Point is more difficult to defend 
and will require the ¿bulk of your resources. Since it is 
accessible from the ramp i in the floor, it is easier for 
the enemy to-get onto the lower catwalks. If you 
don’t have two or more defenders for this level then 
you will need to rely on help from above — your 
teammate on the upper catwalk. . 
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You should run a continuous circuit of the upper 
catwalk to defend the Upper Control Point. This will 
enable you to assist in the defense of the Mid 
Control Point. From the upper catwalk, jump. over to 
the ledge where the Keg ‘O Health appears when- 
ever you see it. With the health bonus from the keg 
you should be able to hold off anyone'that rides the 
lift to the upper catwalk. The Rocket Launcher is a 
good weapon to defend the*catwalks because its 
blast will knock attackers to the floor below. 
Remember to aim at your attacker's feet so that the 
rocket will detonate on the floor even if it misses its 
intended target. 


The Lower Control Point is pretty open to attack, 
so it is best to keep hidden in a corner away from 
the point until an enemy player makes a move for it. 
Staying hidden also helps you avoid any sniper 
attacks from above. 


Key Power-up Locations 
‚The Keg ʻO Health at the apex ‘of the high bridge 


_ is an important. power-up for this level. You can 


réach the bridge by finding the red or blue ankh : 


room and j jumping to the room beside the Control 


Point, There are Health Vials along the sloped hall- 


i ways that run around the. outside ‘of the central‘ 


room, and Health Packs located in small- rooms 


along these hallways. Most of the. weapons are also 
in these rooms, though some:are also i in the-red and 


: blue mhanch x Be Gi asa 


Strategies 


The Hall. of Pillars Control Paint i is only reachable 


-by falling through the hole in the upper level. X 


: Naturally, anyone trying to defend this point will 


- expect you to come through this way, so a good tac- 


tic is to send one attacker to the lower level to dis- 
tract enemy players while you capture the Control 


‚Point. If you happen to catch an enemy player 
- -defending this point from. the top of the pillar you 
- have pretty much got yourself ; a free kill, as this i is- 


the worst place in the map i 19: stand! | a 


S 
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The Control Points in the red and blue antecham- 
bers are alittle more difficult to assault. Defenders 
can hide inside and wait for attackers since there is 
only one likely direction from whi ich an attack will 
come. If you can capture one antechamber, use the 
high bridge to transit to the other one and surprise 


the defenders inside. ne 


The Hall of Pillars Control Point is on top of a pil- : 
lar, but this is not where you should defend it. You. 


‘should either station defenders on the upper level of 


the central room to prevent attackers from getting to 
the opening that leads down to the Control Point, or 
you should wait in the lower level for attackers to 


: make a try for the pillar. The disadvantage of wait- 
` ing down below is that the attacker will likely cap- 


ture the Control Point before you can kill:him or her, 
but the advantage is that you can see them before 
they see you. ' RT. 


The antechamber Control Points are in better posi- 
tions to defend. Cover. the main door to the room 


‘ that leads in from the central courtyard. If you have 


control of both the Red Ankh and Blue Ankh 
antechambers then it is unlikely that an attacker can 
reach the rooms from the high bridge. 


DER 
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Assault is a two-team game that pits the two 
teams against each other in a battle royal. Although 
Assault battles are always hot and heavy, they are. 

-not just about killing enemies; indeed, they all have 
a set of objectives that must be satisfied in order fo 
the mission to be a success. These objectives: usuali, i 
involve several steps such as hitting switches to. 


open doors, or breaking a chain to open a door. The ER 


‘ultimate objectives usually involve destroying some ` 


„and again, each 


æ 


There are seven Assault Maps that you can choose, 
igs you play you must experience. 
both. sides of the (and what a coin it is). Because 
there are many different strategies for each of the 


maps: (both offensively.and defensively), there's a 


great. geal: of replayapility i in each and REN, mapt: = 


portion of the enemy base and require the attacking 


team to penetrate deep behind enemy lines. ~ 


HOW ASSAULT WORKS 


In Assault, one team attacks while one defends. 
Then, when that game is over, the tables are turned 
and the attacker becomes the defender and visa 
versa. The interesting twist is that the second team 
only has as much time to finish the assault mission 
as the first team took to complete it. Therefore, if - 
the first team took two minutes and thirty séconds 
to defeat a game, then the defending team will gô- 
on the offensive and have only two minutes and 
thirty seconds to accomplish the same task. -.. 


Deathmat 
Domination 
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The exciting part about Assault is that it requires a 
team effort to win. You must work together if you 
want to achieve victory on either side (attacking or 
defending). Points are awarded in Assault not only 
for kills, but also for completing objectives. You can 
go through the entire game without registering a 
single kill, and in spite of this, if you are the one that 
completes the final objective, you'll be rewarded 
with the most points! 


: OFFENSIVE ASSAULT 


STRATEGIES 


“Here are a few great strategies for achieving 
‚success when you're on the offensive side of the = 
Assault Mission you're playing: 


ays 


a Use weapons that do splash damage: Wisaponsi 
like the Flak Cannon and Rocket Launcher are — 

-, invaluable when you're playing Assault and 
facing groups of enemies clustered close togeth- 
er in hallways or choke points. If you can land a. 
Flak Shell in the middle of a group of enemies 
you'll have a good chance of getting a Multi-kill! 


& Assume Roles: It's good to have each player do 
“ what he or she is good at. For example, if some- 
one is very good at sniping, have them set up 
with a Sniper Rifle to provige cover for the 
other es ; > 


® Strike quickly: Surprise and a blitzkrieg approach 
will always serve you v well in an Assault mission. 
‚Hitting the ‘enemy hard and fast can throw them 


a ‘into a state of chaos and open up doors (quite ` 
~ literally) for your team to nich the mission 


„quickly: . Re ; St : RER 


e Get: ‘ants armor and. health: ine late the. i 
i power-up locations are and be sure to get your > 


health and armor up as high as they can go. It’s. 
amazing how much deeper a single player ı can 


penetrate into an enemy base when he or she 0 


has bulked ue with Health and: Armor. 


fas, 


(O cover each other: When y you’ re playing on the 
same team, it can really pay off to have the 
other players. cover you, both close up and 
: ~ remotely by means of sniper attacks. When 
-- you're not playing with other human players, 
you can tell your bots to cover you as well. .. 


¡0 
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@ Stick Together: When you attack, move in- 


groups so that you can cover one another and 


penetrate further into the enemy's base. The 


combination of a fast attack and large group of 
attackers can often overwhelm. even the nee 
defense. i 


@ 'Use-alternate doorways: There's usually more 


than one way to skin the cat when it comes to 
accessing the enemy base/objectives, so have 
your team break up and attack from all routes. 
This not only spreads the defense thinner but 
can also serve as. a great way to outflank the: 
enemy. 


. . . . 
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DEFENSIVE ASSAULT 
STRATEGIES 


‘Here’ s a few strategies for achieving success va 
you're ‘on the defensive side of the Assaul EN 
you're playing: See ee EART 


i EE y 
- O: Cover all entrances: At times, there. ‚are m Itiple 
ways for the enemy to get into your base, so ee F 
make sure that you have troops at every ts 
` entrance or you ‘ll end up getting, outflanked i in 


up! locdiloris: for kick: butt pier (Flak 
- Cannons) or ‘mounds of ammunition’ Minigun 


©. The best defense isi 
> crackerjack player i i 


s they respawn can set then. 
ir quest to accomplish the : 
n buy yla a | in 
r 'e-time by causing a gl t deal of 
carnage in the enemy 


_ the enemy will be coming‘ ‘after. E [tim 
: you'll end up defending’ the final‘ok 
all of your troops, which phic ag 
Blapdy | PUSE 


e Use bottlenecks: Many of the | maps, like 
Operation Overlord, have- bottlenecks: where 
there's only one € he enemy can pass 
through. Choki ‘enemy. ‘off with several 
soldiers, wielding splash- -damage weapons like ~ 

#0 Flak Cannons or Rocket Launchers can hold'a -a 

Choke Point off indefinitely. y 


eo Snipe: Sniping can,make all the difference in 
` some:cases. For example, in Operation Overlord 
‚you can sit in the bunker-entrance and wait for 
‘enemies to run up the beach where they're easy 
bate for your Sniper Rifle. 


THE ASSAULT ARENAS 
This section illustrates specific strategies for 
handling each of the Assault Arenas, and will also 


include screenshots showing. each of the key power- 
up locations. 


FRIGATE 

This arena involves a Frigate that the 
attackers must seize control of to blow 
open the doors of a-nearby dam. There 
are two'paths up to the Frigate, one is 
across the gangplank, and the other is 
through an opening underneath the ship: 
(Which the attackers mus te swim. to). + 


Key Power-up Locations 


There are several key power-up locations, the most 
important of which are the Keg ‘O Health that's in 
the Hydraulic Compressor Room under the stairs, and 
a Shield Belt that you can pick up after you enter 
the boat from the underwater entrance. 


e 
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Attacking 


As mentioned above, there are two ways to wet 
into the ship: through the gangway, and from under- 
neath the ship. The gangplank is considerably more 
dangerous because there's an automatic cannon 
that'll hit you at least once as you move down the 
walkway, and several enemies are located just inside 
the ship's doorway as well. y 


Ideally, you'll want to divide your force so that 
some of your team's members enter along the plank 
and the rest go underneath. This two-pronged attack 
will cause some confusion with the enemy as you 
push toward the Hydraulic Compressor Room. 


è 
è 
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Once the Compressor has been destroyed you can Once the ship has been successfully breached, you 
move up toward the bridge. Of course, this is usually should fall: back yes Compressor Room and defend 
the tough part because it's well defended and . it he ayp Dont forget the Keg *0 Health that lies 
requires you to climb several levels of stairs. > ` 
However, if you can bulk up with a Keg ‘O-Health 
and the Shield Belt, you should be able’ to make a: 
run for it and hit the switch to win the mission! > 


"Defending oe ee e 


- Finally, once the compressor has-been destroyed, 
Since there are-only two routes onto the ship, > “have at least half of your troops fall back to the 
you'll want to defend both the underwater - “bridge to defend it while the other half assumes: 
entrance and the walkway that leads to the boat. “an aggressive front and attempts to stop the - 
The boat's doorway that leads to the walkway can ` approaching enemies by attacking them. 


be a great place to stand and launch Rockets at the, 
enemies trying to make a run at you. Remember _ 
that there's a gun above the:walkway that will do x 
considerable damage to the other team as they try Bs 
to approach. Likewise, ‚having a ‚pair of soldiers Se 
guarding the pool € entrance with a Flak Cannon will - 


y 


give you plenty of proteien”. oS ey oe, a 
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Key Power-up Locations ; 
The most important power-up locations involve 

the Anti-Gravity Boots and a Shield Belt. To get 

the belt, you must have the Anti-Gravity Boots, - 
because the belt is NS on the roof of one of the cars. 


Attacking 


$ Right off'the bat'there are ‚two ways to ‚approach 


the front car. First, you can ‚simply. walk ‚along the 
„lower level of the train, dealing. with an 
that you ti aleng u the wey ; 


The secönd way that. you can aparaati the front 


resistance . 


ity 


car is to use the Anti-Gravity. Boots to hop up on = 


top of the cars, grab the Shield Belt, and-move 


toward the front car. The downside to this is that 
- there's a pair of mounted automatic guns that'll 


attack you as you move along the roof (alas; noth. 
ing's perfect). However, if you can.move quickly, ` 


you'll be able to run along the rooftops « of the-cars 
-and get to the front car in’no.time, where you can 


oe 


climb the stairs to the second level. -Once there, 


you'll have to hit the switch at the front of the car. 


- This will open the door ‚directly below. this area. 


“Agam attacking with a pair of your olden is 
= always a ‚good idea and this can wreak havoc at the 
drop-off point where the attackers « are Tëspaining-: 


When the doorway to nthe: control room is ‘open 
you need to rush in and hit the switch, but beware 
of the two pulse. cannons defending the path to the ` 

doorway. To get past the cannons, use a side to side 
- running technique that should allow. you to dodge 
the ‘shots. Also, charging with several soldiers will 


Ultimately, if you have someone < on the roof Sod. 
-some troops Eels the ‚door to car er ae ‘Il be able 


calli 


on 


shy 


, 
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Attacking 


- The first thing you must do is enter the courtyard 
The attackers are trapped inside a and hit the round switch to the right of the closed 
castle and must fight their way out _. Library door. The courtyard is a bloodbath — expect 
j through a courtyard, hit two switches to die several times trying to hit the switch. Once the 
lee px oe phat RE Be eae „Switch has been hit and the Library opened, the 

; Re W WE defenders tend to fall back. . 


« y : 
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Hit the switch to open the 


i perce the two chains to open the 
Gatehouse, ; 


You must now move to the area where the gate- 


By y Hit the switch in the Gatehouse © 


\ to open the door to escape fxg . house door is secured by two chains (this is on the 
MEER eee ua ground floor of the Library). When you enter the cir- 
x REN ‘cular room, look up to see the two chains on either 
à ‘ PE side of the room. Shoot the chains to open the 
Gatehousé. 


Key Power-up Locations 


There are some Thigh Pads inside the Library on 
the upper level, but other than this there are no 
other armor items (or even a Keg ‘O Health) to be 
found. There are, fortunately, a few Health Vials 
lined up outside the room with the two chains. 


Inside the Gatehouse, you must hit the switch, 
which will open the door to freedom.-Once this has 
been completed you need only make a run for it out 
the door and keep running until the mission is a 
success. : 
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If the enemy successfully opens the doors to 
escape, your goal.then becomes to shoot them as 
they make a run for victory. ` 


r 


Defending 


The key to defending this arena is to be sure that 
the enemy never opens the Gatehouse. First, begin 
by ‘gathering all of your soldiers outside the castle 
door:so that you can:shoot down all the attackers as 
they exit the building. 


When they breach the Library, fall:back to the 
key choke-point in the.hallway.outside the chain 
room. This is an area that can be easily clogged with 
several soldiers. If. they can’t get to the chains, they 
can’t win. 


If the Gatehouse is opened, you must have all of 
your team gather around the switch to prevent the 
enemy. from hitting it. 


Key Power-up Locations i Use any available weapon to break the two chains 
uit keep the door shut, then Proceed, inside: the 
The key. power-u up in n this mission lies inside the : = ce 


Fortress near the: ramp leading up. This. ‚power-upis 

a set: of-Body Armor, which, unfortunately, is only .: 
„available to the defenders until the Fortress is’ 
breached. “ sa 


Attacking 


You begin with a great assetniant of weapon 
‘Rocket Launcher, -Minigun and a Sniper Rifle. Pick. 
them all up then. move quickly down and around the Sn 
pathway. Continue dodging to avoid the fire from : 
the turrets that -peund at ya. SS 


- underwater. The walkway 
while the enemy is ti 


Qe 
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When the Reactor room is open, go inside and In the event that the Reactor room is breached, all 
shoot at the reactor core with everything you've e got is not lost. ‚Keep Alert and prevent the enemy 
henii its i destroyed victory. will be ee actor room, you could still. 


Red conquered the base in 1:26 


N 


a ortress walls, the best. 


area you'll be able to hol 
; breaking open the chains. 


YY Enter the Re 
q 


dy 4j Destroy the four Computer 
Terminals 


the pa ads you should be: 
attackers at bay as they flow up toh 
gain access to the Reactor Core. 


Key Power-up Locations 


- There's a Shield Belt and a , Keg Te) Health to be ae ete 
found i in the Facility, S well as some Body Armor. 


(Ot te course, there's s Body Armor at yours start point as. 


“Terminals 2 and 3 are in ities same room, so they’ re : 
generally the. easiest to take out. One player with a_ 
aal suit: of armor can do the trick for those Terminals. 


you begin i in a room ‘that’ E packed with goodie 
including armor. Pick up every hing: you feel you’ 


lengthy swim. you can ‚enter the e Facility through o one ae 
of ‘two entrances. eae = 


The other Terminals should be attacked in. ‘pi TS: > 
Keep in mind that you need only one hit to take a 
Be Aermihal out, so if yoy get. into, sight one shoot! 


mi * 


Defending - 


Your first course of action will be to defend thé 
two entry points to the facility. Once the enemy has 
successfully invaded the base you'll want to:fall back 
to Terminal 1, and bring everyone with you: This. 
Terminal is the easiest to defend in an otherwise 
tough mission. 
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This is on 


Assault Missions, 
attacker get 
Baer BAS rm t e; 


Key Power-up Locations 


There's Body Armor along the way, past the 
Boiler room breach area, including Thigh Pads. 


Attacking 


Pick up both the Minigun and the Sniper Rifle in 
the landing craft, then lean out the right-hand side 
door and pick off any enemies in the tower in front 
of you. 


Ultimately, you must make it up the beach, but 
you'll not only have defending troops in the bunkers 
and towers shooting at you, you'll also have mortar 
shells raining down on your troops and automatic. 
guns picking you off. Se 


Still, you've got to get inside the bëachhead if 
you're going to defeat this mission. If you: can: try to 
run straight through to the Boiler Room tunnel. If- 
you can do this quickly you'll do'your team a great 
favor because the boiler room: becomes the new 
spawn point for your.team! 


Once inside the boiler room you must climb up a 
narrow walkway that winds around the big gun. The 
challenge here is that the entire area rocks when the 
big gun fires, making it difficult to keep your balance 
on the walkway, but this area is also well defended 
sobe ready to face at least a pair'of defenders on 
your way to the control room. 5 
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Once inside the control room you need only fire at 


the panels to end the mission. 


__ Defending = 


A few carefully placed snipers just in the beach- 
head opening can deal with all of the attackers as 
they try to make their way up the beach. 

\ 


Eventually, the beachhead sniper defense may fail, 
and, if that happens, you'll want to:stock up with 
armor:and the Flak Cannon to defend the Boiler 


‘Room entrance. 


Finally, if they breach the Boiler Room entrance, 
you'll need to stand up by the control room and use 
the Flak Cannon to stop any group of attackers that 
try to ascend the walkway. 


. . - . . 


Capture the Flag is a team game that pits two 
teams head to head in a battle to capture the oppos- ` ` CAPTUI ; THE FLAG. 
PRAE NES 


ing team's flag three times. In short, the first. team t 
“grab the other team’s flag and return it to their . 
home base three times will win the match.. ‚This inter: 
esting gaming wrinkle makes for a plethora: ‘of 
- strategic possibilities in the thirteen a ae $09 Flag > : AA 
missions in Unreal Tournament. ` E, OS ES se 


HOW C APTURE THE k on ee Always: have someone guarding your flag.. 
: “That is to say, at least one soldier should be 
FLAG WORKS | | | 


‘keeping an eye on your flag in these missions. 
- Again, you must simply get the other team' s flag Defense is very important and should never, 
- and run it back to your base (specifically, to your 


. x -ever r be overlooked. 


‚own flag) three times before the other team does ts 
the same thing to you! You must grab the enemy's @ RER the flag with weapons. ‘that do. à lot £ 
‘flag; make it all the way back to your flag (prefer- of splash damage. By utilizing this strategy, 
-ably without dying) and touch the enemy's flag to` , you can put a stop to a group of enemies that ~- 
your flag. When this has been done, you will score. rush in all at once. There's nothing like a couple 
re | shots from a Flak Cannon to take the ‘wind out. 
-Generally speaking, both team’s flags are in rela o 3 of the enemy's bold attack. 3 


-tively defensible locations, making both offensive- 
and defensive strategies relevant. Wher a flag- 

` carrier is killed the flag will stay where it falls, 
making it possible for another team member to. pick 
it up. However, if.a flag is touched by its own team it- 
automatically zips | Þak to its position in the Basel 


As arule, teams in Capture thè Flag must have, a 0 Learn the “ins andi outs” of the arena 
division of labor where some members are set to 3 you're playing in. This:is imperative so that 
defend the flag while the others are sent out to you can not only: move. effectively to capture the 
capture the enemy's flag. If all team members run ` enemy flag, but also so that you can move to | 
directly for the enemy's flag, you'll probably end up defend an advancing enemy or cut off an n enemy . 
losing because the enemy will have no problem that's got your fagt: : ; 


finding your flags and taking them back for the 
three captures required for victory. 


(Ouen you're playing with humans on your 
‚team, it's critical that you communicate 


with each other. This seems like a rudimentary ‘ 


"strategy, however, you simply must know what. 
everyone on:the team is doing or ‘planning. 
‘Fortunately, for Unreal Tournament for the 
PlayStation 2, „this communication comes in the * 
form of ‘opening your mouth and speaking’. 


` rather than typing a message to a remote player 


| (as was ‘needed in the PC version ‘ot: Unreal 
Jounen i ae aS oe 


One Be sure to cover the team member that's 
either. got the enemy flag, about to get the 


‚flag. Covering the player that has the flag is 
often just as important as actually carrying the 
flag yourself. 


tion and simply “camp” there. In 
- Deathmatch, this is looked upon as cowardly 


“behavior, but in Capture the Flag there are legit- _ 


SE imate reasons for holing up in one place — most 
ree importantly, it can increase your ghancas of 
oe Winning: \ 


enemy flag, or is returning with the enemy 


Com: be afraid. to finda nod sniping loca- 


1è 
0) 


* Defend all entrances/exits to your Flag loca- 
” tion. Sometimes this can be done with a single 


E = soldier, but usually it requires at least a pair of 


team members to adehugtely, provide coverage 
on all Tonts: 


; @ when covering the flag carrier, don't be 


afraid to die for your team to score a point. 


Remember, there's no “Y in Sucks 


Ne 


@atowy your attacking Hanse to use the 


high-end power-ups. Items:like Shield. Belts. 
and Body Armor/Thigh Pads should be doled 


` out. Especially when these plàyers are making a 


rùn for the enemy flag Gsquming you’ re playing 
in 2-4 player mode). E ; 


= 
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©@ control Power-up locations. Again, power-up 
‚locations having Armor or Shield Belts are very. 
important. ‚If you can control these. and | preven s 
= the enemy from getting to: pom 8 it'll gi e you 
zan incredible advantage. 


: Bau out any uncertain areas that yo ‘re 
er about to run into. This should be: taken into: 


account when you're running back to your base 


< with the flag. It's a good idea to use aFlak < 
Cannon or Rocket Launcher for this. Like: ise, if 
- you're 2 being chased (and you probably will be), 
`=- you can fire back at the enemy or-use a.GES- 
; Biorifle to lay c down some shada, 


hero each of the Capture the ake Arenas.. 

Although the Capture the Flag arenas alsharese a sim- 
` ilar theme, there are enough differences between 

them. tat the’ Strategies; remain magus ! 


NIVEN 
s id tical situations 
side has 


nite choke 
e flag 
are usually 


Key Power-up Locations 


The two key power-ups are the Body Armor and 
the Thigh Pads, which can be found underneath the 


- ramps in the central area. There's one ramp in each 


area, and if you look behind them you'll find some 
life-preserving Armor. There are extra Health Packs 


need of a Health-fix, you should go for a swim. 


¡in the water between the two bases, so if you're in. ~ 
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Attacking _ uN When you're trying to run the flag back to your 
base, it's usually a good idea to avoid swimming 
Again, because there’ s aniy one way into the » “through the water. However, if you're low on health 
enemy base, the attacks all tend to beofa rather  - you can pick upa couple Health. Packs as you swim, 
brutal-and violent nature. Enemies will often huddle: making the trip more worthwhile. Once the enemy 
‚near i the door. ‘their Flag Room to provide maxi- flag has been secured by one of your players, you 


. mum defens this, you can clear must cover that player aggressively or they'll likely 
them out by: throwing i in Rock Launcher'Shells >”. get taken down from behind. Ú ES 


Brock has the bluo flagt 


: Defending et 
Set your defense up in. at least two stages so that 
any advancing enemies that get close to your Flag 
Room will have already taken hits from a previous 
line of defense. Use the long hallway that leads to 
- your Flag Room to back up and fire on the advancing 


stages of defense; one pl hier outside the door to, 
- enemy. 


their hallway and one inside the hallway. To deal. 4 x 
with this successfully, you need to attack in force, ves ; oan eee Bee a 
eplete the enemy ammunition supply, and storm ; = en £ 
the en Room. 


3 


—— oe , 


{ 


You have the Hagifetutn to baso: 


If an enemy gets past you and into your flag room, 
you can back up toward the door to your hallway 
and create-a choke point that the flag carrier must 

< past. This is usually very difficult for the unlucky flag 
carrier because they have already taken.a beating 
‘just to get to your flag. 


SEPULCHRE 


Sepulchre is another very straight- 
forward Capture the Flag arena, with 
both sides having identical situations. 
The, defining feature of thistarena is 
“the large room that lies between the 


two sides and acts as a carnage magnet 
‚match. In order to get to. the 
=: 
7 “and to pass oh this. ‚room 
jeans srat p 111 be facing lots of ..: ; 


Key Power-up Locations 

There's two sets of Body Armor, both of which lie 
just outside the flag room for both teams. More 
importantly, there’s a Shield Belt in the middle of 
the central room. If you can get the Shield Belt, both 
your Body Armor and your enemy's, then you'll be in 
the driver's seat. 


Attacking, l 


“There are a come ways you can go about get- 
ting to the enemy’s flag room. First, you can have 
your team-rush the flag room en masse, hoping that... 


one of the team can get the flag back. This technique 


is risky and leaves you vulnerable.to ‘mass-destruc- 
tion at the hands. of.a Rocket Launcher, but can 


; sometimes: be effective. > 


The second way that you can approach the flag is 
to have your team enter and hold the central room, 
disrupting any enemy attacks as well as providing 


_covering fire for your advance team. 


Send this “advance” team of one or two team 
members up and into the enemy flag room while the 
rest of your team slugs it out in the central area. If 
you can grab the flag and make it back to the central 
room, your teammates can cover you as you run 
back to score. 


Defending 


There's really two key choke points in this arena, 


and those are the doorways that lead to the central 
room on either side. Ideally, if you can close off the .. 
enemy's entrance to this central:room you'll not only 


prevent them from getting to your flag but you'll 


control two of the three armor locations (Shield Belt * 


and Body Armor). 


Of course it’s always a good idea to keep.at least 


one soldier in defense of the flag-to prevent any 


sneaky enemy from getting at your most prized pos- 


session. 


ETERNAL CAVE 


This is the first unbalanced (in terms 
of layout) Capture the Flag mission 
youll come across in Unreal Tournament. 
dm both cases, Flag defense is relatively 


“easy because of the long falls. that await 


anyone that strays off of the narrow 

ramp around the flags. While the flag 
are tough to attack, the area 
he two bases is a maze of 


tunnels that make a ı flag carrier S escape 
o easy. : 


Key Power-up Locations 


The key power-up in this Capture the Flag arena is 


the Shield Belt, which lies in a nook that's on the 
upper level. between the two basés,. 


Attacking | x 


It's important to attack the enemy base in two 


quick waves. The primary wave should clear out the 


enemies and it will then be up to the second wave 
(or player) to pick up the flag and get the heck out 


of there! 


There's a very real risk of falling off of the flag 


area to your death, so ensuring that there aren't any 


enemies around with Rocket Launchers is important 


in this arena. 


. . . - 


When you have the flag, it's usually best to return 
to your base through the upper route rather than 
the lower route, mostly because of the power-ups 

.that litter the route. 


`. (central) area of tl 


You can also attempt to jam up the crossroads 

i rena, but as a rule it's too large 
to successfully con it in a dominating manner 
and, even if you manage to, your team will not have 
the:resources to go.after the enemy's flag. 


If you fall off of the ledge 
with the enemy flag.in your 


clutches, it'11 return to the 
enemy flag position, even if — 
you fall off the ledge right 
beside your base! 


. Defending 


As mentioned in the Attacking. section, the flags 
are both on narrow walkways that have precipitous 
falls on either side. To defend your flag, you can sim- 
ply keep a handy-dandy Rocket Launcher close to the 
flag and blow any enemies off the pedestal. 


FACING WORLDS 


Facing Worlds is an interesting Capture 
the Flag Arena because it feattres two 
large fortresses separated:by a long.” : 
“forked path between them that’s entirely 


open. There are also sniper perches high 
up oh each of the fortresses, making the 
trip along the path between the*two 

a bases quite perilous, a 


us 


Key Power-up Locations 


There's a Keg ‘O Health in the middle of the path- 
way between the two bases, but of course it only 
materializes occasionally. There's also a Redeemer in 
each of the bases, but these are difficult to get to, to 
say the least. 


Attacking 


As you're running between the two bases, you 
must bob and weave as much.as possible because 
you can-be sure that there's a sniper at the top of 
the enemy base just aiming at your head. This, how- 
ever, can be offset by your own sniper, who can con- 
centrate on either.clearing out the enemies on the 
pathway leading to the opposing base or the enemy 
snipers on the top.of the enemy base. 


Because the Redeemer can be aimed after it's fired, 
you can use it to literally blow-out the entire ground ` 
level of the enemy base just before a strike team 
arrives to grab the flag and then boogie on back to 
their own base. " 


When a flag carrier is en route back to your base, 
it's critical that he/she has an entourage, not only 
provide cover but also to pick up the flag if the 
carrier gets sniped. 


Defending 

The first thing you need to do is put your best 
sniper up top and have them constantly blowing the 
heads off of any enemy soldiers they lay eyes upon. 


Since there's only one path into your base it's a no- 
brainer as to where your sniping priorities will lie. 


Even though a good sniper can keep an on-rushing 
assault at bay for quite some time, usually one or 
two enemies will crack through and get into your 
base. To prevent this from happening, you should 


‘have a pair of soldiers out on the pathway between 


the two bases establishing dominance and keeping 
control of the Keg ʻO Health power-up that will 
appear. 


CORET 

Coret*is an abandoned moon base that 
as.chock full of complicated passageways 
and rooms. Instead, of getting snipers 
dined up to prevent and enemy onrush 
you limbe fighting yard by yard as yon, 
push toward the enemy flag location in 
this Capture the Flag arena. 
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. . . . * 


Key Power-up Locations _. Once you have the Damage Amplifier, use it to 
+ dear out the po location and anything near. 


it so that you:oro of your teammates can grab the 


A Damage Amplifier sits in the middle: room: 
- between the two sides. Obviously. this item isa- 
piece. of the puzzle when it comes to strikin th 
- enemy base location because a player. with. 
- Damage Amplifier is deadly indeed. There 's also. 
' Body Armor. just at the top of one of the tal ) 
-the central area. a 5 


; ‘Because there are two routes into the enemy. base: 
"you can surprise them with a double-pronged attack. ` 
~ However, this will leave your own base lightly _ 

E y Pe RER - defended, but if you have the Damage Amplifier and. 

“Attacking” Bae ca St Body Armor you'll likely be keeping enemy soldiers _ 
a : i i pecunleg as you attack ea is its own defense). - 


The maze of corridors i in Coret tends to give the. = 
> attackers the advantage because they can storm the : 
- enemy base using multiple paths. (which is difficult — - 
to defend against). Gain control of the central.cross- : RER 
e roads so that you can have access to the Damage 
splice Ahen it comes Upg N sen et 


After you've grehi the enemy’ 's Zu, you should 
probably return to your base via the central room _ 
because it's a little more direct and | a fast route back. 


Defending 


In, this situation, a good defense is an even better ` 
offense. Controlling the central area, the Body Armor 
and'the-_ Damage Amplifier will be your best defense. 
Remember that any enemy that:has the Damage 
Amplifier can lay waste to your troops with just one. 
well-placed Rocket Launcher. shot, so maintaining 
control of this power-up should be paramount in 
your defensive strategy. 


+ j 
Mamei 2 
RATE of 


GAUNTLET 


Although the two bases are not exactly 
the, same in this Capture the Flag 
mission, they are certainly balanced well 
So that no one team has an advantage. In 
this mission the two sides are divided: by 


a Central area that has an overhead 
walkway. To get out of the enemy's» base 
(or more importantly to get into it) you 
must quite literally run the Gauntlet! 


Key Power-up Locations 


There's Body Armor near one base, and Thigh . 
Pads near the other, while a Shield Belt lies waiting 
in the central lava room. The other power-ups are 
weapons and include the Flak Cannon, Rocket 
Launcher, Shock Rifle, Minigun, and Ripper. 


Attacking 


The key:to this level is to storm the enemy flag 


room and get inside. Because there’ s only one 
entrance to the flag room, this can be difficult, but 
once you're in one of your team should be able to 
grab the flag. 


Once you have the flag you have two choices, you 
can turn around and go back out the way you came, 
or you can hop into the one-way teleporter that's 
beyond the enemy flag and get a head start on your 
escape. Of course, if your adversaries know their 
stuff, they'll likely fall back to guard the teleporter 
once you've successfully taken the flag. 


. . . 
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As with all arenas that have a key power-up in a 
central location, the Shield Belt in the lava room is 
definitely worth keeping control of. The Shield Belt 
alone can give a nimble soldier all he or she needs to 
grab the enemy flag and make their escape back to 
home base. 


Defending 


Maintaining control of the central area will help to 
keep the Shield Belt power-up away from the enemy, 
and thereby make defense a little easier. Otherwise, 
since there’s only one entrance to each Flag Room, 
you can certainly guard the room with a Flak 
Cannon. : x . 


If an enemy breaches-the room and grabs the flag, 
have at least one team member fall back and prevent 
the flag carrier from using the one-way teleporter in 
your flag room. If they use this, they'll get a head 
start on getting the flag back to their base! 


Be > PE A E d 
j A the roy tiam seafont 
* 


” 
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DREARY 


This is another claustrophobic arena 
that takes place entirely indoers ‘and . 


many corridors and dark rooms. The- 
ifference between Dreary and some of 
“the other Capture the Flag, missions is 


Key Power-up Locations 


The key locations in the Dreary Outpost revolve 
around the Shield Belt (what a surprise); the Body 
Armor, the Thigh Pads, and the Anti-Gravity 
Boots. There's a Flak Cannon in each of the Flag 
Rooms, making defense a little easier, because you 
don't have to go looking for a weapon. - 


Attacking 


Attacking the enemy Flag Room in a group with 
lots of Armor on board is the best bet. Once you 
grab the flag and begin the trek back to your own 
Flag Room, it's a good idea to have the Anti-Gravity 
Boots in your inventory because it'll allow you to 
make jumps between the two levels that the enemy 
that's following you most likely won't be able to 
match. 


defense is a good offense” strategy) so that the 


} air of enemies: enters your Flag.Room with full 
This arena has plenty of great P y 9 


weapons in it besides the Flak 
Cannon that's in every Flag 
Room. A team of attackers 
armed with Shock Rifles using 
the secondary attack are a 
force to be reckoned with to 
be sure. 


holding their own. 


Perhaps the largest arena in the 
Capture the Flag missions, the-Lava 
Giant consists of a large rocky island 

Try to gain control of the power-ups near the “floating in a sea of lava. There are two 
enemy base. If you can do this you'll take the wind forts that. house each of the flags, and 


out of their sails and be able to defeat them based Pee eee oO. cit her. Side Op phe 
island, which is divided by a large 
on your superior shielding. 


mountain. The only way across the 
mountain is through one of many. tunnels 


Defending that pass through to the other pine = x 


If you keep at least two soldiers in your Flag Room E 
equipped with Flak Cannons you should be able to F 
repel all but the most ferocious attacks. You can also Key Power-up Locations 


put an extra defender (if you want to spare another i i 
player) on the balcony outside the Flag Room to`help Its all here from Shield Belts, to a Keg ʻO 


chop down any enemies attempting to breach your 
defenses. 


y 


the arena 


el 


Control of the power-up locations (via the “a good 
enemy will not have an armor advantage on you. If a 


armor, your defending soldiers will have a hard time 


Health, to a Damage Amplifier and a Redeemer! 
All of the kick-butt power-ups are located in the tun- 
nels (or nooks in the tunnels) in the central area of 


> 


. a a 


Attacking 


Attacking in a spread formation is often the best, 
that is to say that each attacker should act independ- 
ently, taking a different route to the enemy base. 
Once at the enemy base, you can either run-in 
through the door at the back of the base (boring), or 
use your Translocator or Anti-Gravity Boots to hop 
the wall (much cooler). 


Defending 


The fortress is actually quite easy to defend, espe- 
cially if you keep the Redeemer away from the 
enemy! Put a sniper in each turret and keep a pair of 
your soldiers attacking and picking up the main 

“power-ups in the central areas. 


The difficult aspect of approaching the enemy fort 
is-dodging the enemy snipers. In a game with plenty 
of players (human or otherwise) the enemy base can 
be very well defended from the sniper turrets. Using 
the Redeemer to-blow the heck out of the base can 
give you the few extra seconds you'll need to pene- 
trate the fortress walls and get to the flag! 


Not surprisingly, if you can pick up the Redeemer 
and keep it at your base you can both stop an all-out 
assault and prevent the flag from getting across the 
mountain range. If an enemy grabs your flag and is 
heading back, use your Redeemer to, well, redeem 
yourself! 


Getting the flag back can be hair-raising because 
the distance you must travel is so great. You'll need 
plenty of cover to make it work! 


the Captu 
Jlves around a cent 
’s a submarine par 


Chapter 7: Capture the Flag | 


‚Key Power-up Locations Detsading 


In, the Red Base, there are both Body Armor anda. - To defend the Red Base you should have at itas 
Keg "O Health power-ups in a crate, while the Blue one player sit in the tube by the Red Flag as a pro- 


_ Base has the same thing. In between the two.b 
„tin the submarine area) are asso 
z Health Packs; ‘and i Health, Via 


wu 


.teetive measure. Otherwise, like ‘Always, a good 
ffe n-serve eto be ue best defense going. 


zia player should: grab the Keg 


ES 


Body Armor near the home base ana 


enen 


near the enemy Reese des the player with 
the Body Armor paro e a run for 


n ‚Blue Base you as to keep control 
- of the pon er-up cations, attack aggressively, and 
` keep solid ntrol of the switchback staircase that 


crates to wait for an ‘opposition - 
and attempt to get ot Ue flag, at 


aa 


You'll havetfa climb a rather long ewitchBatk Sa. e J HESS 
case to get to the Blue base, and to get the Red 3 : 4 \ 
base, you'll have to make it down the “tunnel of : e 
- death” (the pipe that leads to the Red Flag) and get 

past any snipers that are waiting. Of course, if you 
can get the Keg 'O Health or Body / Armor at the 


enemy's base as it spawns, you "Il be I 
shape to En the flag back: to your base. a 


choke»point, 
ntranc 
1 te 


has 
the flag is 
allowing the 
runners. 


on lower- gro 
efenders to pummel Flag 


Key Power-up Locations - 
A single suit of Body Armor in front and: below. 


the Blue base makes up the most critical single item. 


to maintain possession of. Both bases have a: twin 
pair of Health Packs in front of them, but with the 


scarcity of armor, and the short distance between the | 


` flags, holding the armor is extremely important. -` 


C 


= 


Attacking, : \ 


"As the bases are nöt identical, your tactics will be .- - 
slightly different ‘depending on which team you 
joined. If you are attacking the Red base, you'll have .. 
ngle ramp to charge up, then a choice of a left or 
tight entrance to the Flag room proper. 1 The Red base — 
.. has the Rocket Launcher. at the bottom of the base, & 
and the Shock Rifle in the flag room, meaning you~ 


ee will often be facing a barrage of nasty suppressive | ; 
fire while attempting to make your wey. up the 
: amp. : fare 


The Blue base has a twin set of ramps leading up © 
to the flag room, which also has two entrances, 
“directly at the top of the ramps. Either direction 
_ gives you an equal chance of getting in safely (or 
- eating a rocket in the face), and once you're in the 

Flag room, you'll have to drop into a small pit to 

grab the Flag. 


You'll have to run out of the pit to the left or 
right, up a short ramp, giving defenders time to fire 
on you while you attempt to get away. You may 
have a better time sending in a team member to dis- 
tract the defense, then moving in yourself. If you 
have been monopolizing the armor, you should be 
tanked enough to survive their attacks, and you can 
run in and out quickly, especially if yau grab. the 
health on the way out.. 


Defending — 


Both bases have decent defensive potential. While 


the Red base has but a single choke, once it has been. 


breached, there is:no place to fall back too — mean- 
‚ing defenders will often have to scramble to recover. 
a grabbed flag. ‘Guarding the: single ramp up to the 


Flag room, or the two side passages that lead to the * 


ramp are both possibilities, Reng on your > 
weapon choice. Cui 


You killed Kragoth 
ae S Killing Spreet 


The Blue base has more overall area, which is good 
as it allows for more defensive flexibility, but bad in 
that the enemy offense has more options when run- 
ning the flag out. Between the two ramps leading up 
to the Flag room is an overpass that leads back toa 
Flak Cannon — waiting atop it and firing down on ` 

incoming attackers is a decent tactic. i 


‘If you want to play defense farther back in the * 
“base, set up camp near the Flag pit and let attackers 
drop into the pit, allowing you to barrage them from 
above. You can use the Minigun just above the Flag 
pit to good effect in this open area. Both positions 
give you a height advantage, which is tough for 
attackers to deal with. Also remember that the 

_armor is on your side of the map — don't let the 
other team take it from you. : 


IN 


Key Power-up Locations 


Two sets of Thigh Pads and a suit of Body Armor 
allow you to get pretty beefy before-you make an 
assault or a long flag run home. The pads are located 
in the back of the Flag rooms, in the top corner, and 


the armor is in the center of the map. Four sets of 


paired Health Packs, one set in the upper corner- 
behind the Flags near the pads, and one set at the 
lower entrance to each base.. x 


ae 


. . . . . 
4 Defending 
2 Hold the high ¿era and let the enemy come to 


“You: may want to play either in the Flag room . . 
or out: in. the center.on the high ledge over- 


Attacking 
As the bases are identical, your attack strategy wil 
be the same for either team. The flag is located:up‘ 
on a bridge which can be jumped to from behind (if 
you took the upper route into the base), or walked 
up to from below (more dangerous to be sure); 


„With a | Minigun, and Rocket Launcher available 
‚right i in the base, you can mount an effective 
defense within seconds even if you were just es 
~ fragged. You-may want to make.a trip to the center - 
` and pick up the Shock Rifle — its combo attack can x 
- be quite handy for nailing anyone coming within 
‘spitting distance of your flag. 


When you are running through the central area, 
decide if you're going to attack from below or 
above. Taking the high road is generally safer, as 
you'll beable to pick up some health and armor on > 
the way in, and jump to the flag and from, to get out — 
of danger quickly. ; j - 


Be sure to-pick up the Body Aighor in the center 
of the map before you-make your run, ‘and keep it 


away fom the oe team a as much as pibes S m O R M © R O N ihe 


galore 1 


but theres 
ility. 


Key Power-up Locations 


- On the top: level there are 2 ‘sets of Rocket 


Launchers ‘and Ammo as well as Thigh | Pads. There ‘ 


are Shock Rifles in the Flag rooms of each team too.. 
However, for defensive purposes, there’ s a Sniper 
Rifle in each Flag. room in a little alcove on the wall . 
opposite the’ flag. The middle area is the area where ` 
the different weapons lie. The very center of the - 
map has Health Packs and Body Armor on the 
defensive side. The corner. closest to the red team © 
has a Biorifle’ and the corner.directly opposite of . 
this has the Pulse Gun on the: Blue: teams s ‚he, 


Attacking = =; 
The symmetrical build of this map will allow play-. 
ers to utilize the same strategy from either side. The 
easiest way to attack a flag is simple diversion. Send 
a bot (or your partner) toward the flag on one level, 
while you take the other. This is one of those rare 
instances where it’s strategically sound to make an 


all out attack. The opposing team won't be able to 


sneak by you Unless they kill you. 


e 
77 


The diversion will have the other team either split- 
ting their own resources or leaving themselves wide 


open from the unguarded direction. The Rocket 


Launcher, as is often the case, ‚should be snagged as 


‘soon as possible. Not only is it good for long range 


pummeling, it can also be put to good. use- once the 


Š men ground. is obtained and. controlled... 


Defending 


With the two entrances to the Flag room, there’ s 
really only one position that will-allow you to keep 
an eye on both, the alcove with the Sniper Rifle. It 
sits perfectly above the entrance to both levels. Just 


translocate up there and the: perch is yours. 


Once again, for Sniper enthusiasts, there is the 
central area that you can translocate up.to onto a 
pair of iron girders. This allows only a partial view of 
the first floor, but a great position to.defend in. - 


e ww és 


The high ground will probably net you more kills 
defensively than the first level would. Consider this a Y 
prime alternative if you simply want to rain rocket would be to take advantage 


grenades down on the heads of your enemies. of the thick terrain and multiple levels. Take your 
= Flak Cannon with the first chance you get and go 


after the Rocket Launcher. The middle section will be. 
a battle royale and you should gain the gener hand 
as soon as possible. 


One of the more intriguing maps in the 
game; Sundial offers one=path from — 


"either base to the other. This is econ. 
a level where the maximization of the‘ 


When leaving either Flag room, be ready to battle 
because there is almost no cover in the central room. 
This is the area that you need to speed through to 
ee = aS ees gain the advantage of the cover in the corridors once 
` » again. Using the Flak Cannon or Rocket Launcher will 
create a better chance for you to gain that tactical 
advantage. There is enough terrain to offer good 


Key Power -up Locations splash damage with a couple of good shots. 

_There are good weapons in each Flag room (a The last thing to keep in mind is that the Flag is on 
Biorifle and Flak Cannon for starters). Standing at an upraised platform with ramps leading up either 
the flag and looking up, there’s a little ledge. Upon side. Pick one of those sides and concentrate all of 
that ledge is a Minigun and one of the prime spots your fire on it. Be careful of the few good hiding 
to také out your opponents..In the central room is a spots that defenders will inevitably be in while you 
Rocket Launcher, the key weapon that will have make your run for the flag. 


much-blood spilled in an attempt to claim it. 


Defending | 


- This-is a relatively easy level to defend. There are 
three key areas to position yourself to cover.your 


compatriots and keep the enemy out. To begin, the E 


ledge ı where the Minigun is located is ‚a prime sniper 
point, ‚especially. with that Minigun.. Not ‘only is the 


flag itself visible, but both ramps leading up to it are * 


as well. With either weapon located in the main Flag 
room, you ‚should be able to defend that flag easily. 


"Another prime spot is directly underneath the 
ramps leading from the central room into the base. X 
Keep your back planted against the post: and wait ` 
for some unsuspecting fool to come tromping in as- 


stealthily as they'd like. Then it’s your turn to. show Bes 


Mem What Juve stealth is all Abat: ee 


- The last position to mount a good defense is thë 
doorway to the central room. This is a little open ae 
a choke point, but it does allow you a great view of ` 
the only path that the enemy can take to get in. ` 
Secondly, it offers relatively good « cover ‘and the 
availability fora quick retreat so that you can fall 
Mk kandi Tegroup i in one ef the a better nee 
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ve 
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Chapter 8: Secrets 


ARE YOU GOING TO LET 
i BOT BURN YOU? 


Frag or be fragged, it’s as easy as that. Do you 
think that the Sniper Rifle will help you if you 
don’t know where the prime snipe location is? This 
guide has all the resources that you'11 need to go 
on that rampage» Be tested on new levels created 
only for the PS2 release! Find it all here! - 


Grab that Redeemereece 
Jon "12 need it! 


KILLER STRATEGIES: You are going to be facing 
the toughest and smartest bots ever seen in a first 
person shooter, plain and simple. These strategies 
will help you beat them into submission...gs it Auould 
be. = 


WALKTHROUGH: Allthe missions are revealed 
with detailed descriptions of tactics, terrain 
and item locations. i 


CHEATS: They're so bad-that they're Be 
and they're all inside. Find out howto get 
God Mode, Infinite Ammo and more. 


WEAPONS: Are you the kind of warrior that 

wants a guided nuclear Redeemer or a Sniper 

Rifle? Regardless of your preference, they -re 

all listed with weapon specific strategies for 
tuation. 
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